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with orders over £10 



LOWEST EVER PRICE ROMS! 




ROM CARTRIDGE 



RIVER RAID 



Yes a £9.95 Datasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
offers on this page and on pages 41 to 51 and send or 
phone your order. If it comes to more than £10 (excluding 
postage) well enclose a copy of this Pacman type game 
absolutely FREE if you ask for it * 

*NOTF the game is on disk only and we wit! not therefore include a 
copy automatically unless you order contains disks 



FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP ARE ON PAGES 47 10 51. AN ORDER FORM IS ON PAGE 52 



SUPER SPECIALS 

ATARI SMASH HITS 7 _ 

FOUR of the best games for the Atari in one pack a* 
the ema2irigly ipw price of just £2.39 Are these sub 
quality g emea? No sir! Not with Colossus Chess 3 0, 
llectradllde. Blue Max and Alley Cat as tbc selecllon, 
any one of which would be a bargain at £2.99 but you 
gat all four! You had better hurry: 
DISK ONLY Recommended prke £14.95 

SUPER SPECIAL JUST £2.99 

MAXWELLS DEMON d 

Check oui i he review In Issue 49. Paul Risnn lound 
this simple flame to be quite eddlctive and at this 
□ rice can you afford not 1o become addicted 1 It s a 
Sfltrenl type of game, more In the Teirls mould than 
an arcade game.ll sure makes you think and the 
price won't break you 11 you don't gat fully hooked. 

DISK ON L Y Recommended price £9.95 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One el tne most famous of platform games that has 
you lumping over fire h running over breedmills and 
bombs, climbing ladders, sliding down poles and 
more with some great graphics. Master all 22 screens 
11 you can and then create your own tor neverending 
lun. This is what platform games are all about. 

DISK OR Rnmnundtd price 

CASSETTE £7r95 aautttfiMS disk 

OUR PRICE £3.95 super special just £1.99 



KABOOM 

Challenge the Mad Bomber as he tries to bomb you out of 
sight. Can you catch his bombs and dowse them in time? 
Or would you tike to be the Mad Bomber and try to flatten 
one of your friends? Lots of excitement for one or two 
players in this addictive arcade game thai won awards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 



OUR PRICE £2.95 



This best-selling, all out battle adventure from Activi&lon 
will have your palms sweating as you fly up river bombing 
enemy bridges, avoiding lethal choppers and hot air bal- 
loons. Can you survive far enough up river to discover Its 
secret? Few can Now this 1 or 2 player game can be 
yours al the lowest ever price. Bombs away! 

ROM CARTRIDGE 



MASTERTYPE 

Now anyone can learn to type whilst playing a challenging 
game, Mastertype was one of tha original game based' typing 
tutors which requires you lo zap enemy words as they 
approach Irom the lour corners of the screen. But it not really 
a game for, before you realise it, you will become quite 
proficient on the keyboard as you progress through 18 les- 
sons ol Increasing complexity. 



ZAXXON 

One of the all lime classics for the Atari. Za**on set 
new standards when lirst issued and was copied 
many times. PI lot your crefi across the unique i 
dimensional battlelield shooting enemy luol larks, 
anti-aircraft tanks and miaslles taeiore launcMng 
through space for the ultimate conflict with a mighty 
robot - lew have got this larl Zaxaon, often eopie-d. 
never bettered end NEVER at this incredibly tow 
price! 

DISK OR 
CASSETTE 



Recommended price 
£7.95 casseUel£9.95 <fe* 



ROM CARTRIDGE 



OUR PRICE £2.95 



SUPER SPECIAL JUST £2.99 



ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO 
THE ACCESSORY SHOP, PAGE 6, P O. BOX 54, STAFFORD, ST16 1DB 
CREDIT CARD ORDERS MAY BE TELEPH ONED TO 0785 213928 



'The magazine 
for the Dedicated 
Atari User' 




Ath inking challenge - 
great graphics 



SUBSCRIPTIONS 

Annual subscription rates (6 issues) 

UK £10,00 

Europe £15 00 

Elsewhere (sea) £15.00 

Elsewhere (Air) £21,00 

Oversaw «tt«» nefled only ttie dlPltfcnc* in post* cosH 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each issue of NEW ATARI USER is 
available either separately or on subc rip- 
lion. Single price £2,95 per disk, Subscrip- 
tion rates (6 issues} 

UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages ils rBacters to 
submit articles, programs and reviews for publi- 
cation Programs musi bo submitted on dish or 
cassette, articles should wherever possible be 
submitted as tax! 1iles on disk. We seek to en- 
courage your padicipat'on and do not have slnct 
r u les fcr submissions If somethmg interests you, 
write a program or article and submil it! Appropri- 
ate paymenl wiN be made for all published prog- 
rams and arttcles. all payments bomg made at the 
end ai Ihe second momti shown on the cover ar 
Ihe issue concerned- 
All ongmal articles, programs and other material 
in NEW ATARI USER is copyright ql ihe au?hor 
as credited. All uncreditod material *s copyright 
PAGE 6. Unless containing the by-line All Pignis 
Rese'ved' any material m NEW ATARI USER 
may be reproduced by User Groups and cnher 
non profit making organisations provided thai ihe 
author's name is included and PAGE 6 is crEKhted 
as Ihe original publisher. Permission »o publish 
elsewhere should be obtained Iromn PAGE 6 or 
Ihe author. Editor £• ol newsletters reproc.j':: 
material are requested (d send a copy e-1 the 
relevant issue to Ihe Editorial address of PAGE 
6. Whilst we take whatever steps we can lo 
ensure the accuracy of ancles and programs and 
the oontenls of advertisements. PAGE 6 cannot 
be held liable for any errors or claims made by 
advertisers 

AlARI ;TM) 15 a 'egislered trademark of 
ATARI CORP. All re«erences should be so 
noted. NEW ATARI USER is an independeni 
publication and has no connection with Atari 
or wilh a.-iy other company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 26th September 
Editorial copy date is 19th August 
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THE CREDITS 

All of the usual slufT Is on page 3 but hcrr are 
l he people who made this issue posslblc- 

Lma Etungham Spent tlie usual COUpfe of Tvrcks 
L u ke;! awaj m ft* bark mi •i n hi-niitfnji away "» 
the keyboard, trying to keep warm mid wonder- 
ing If ihe sun is going to shine this year 

Sandy looked after the f*ds, did the mail order 
and all the usual things ih.il kt-eo us urkinu, nvrr 

Paulette keeps changing the office round. In- 
venting new systems, thinking up new ideas, 
even tying all ihe pens to the desks so l<e« can't 
x:n h I In ! Si ill. aslonfi as she keeps buying 
the Eccles cakes we'll let her gel on with it. 

Stacey used to come In and see us but ever 
since she became famous with Champion Middle 
White at the Gloucester Show and other awards 
we hardly ever see her, She's probably too busy 
HoLcitf to the Koya! Garden Parties and having tea 
at Cfiatsworth. 

The Regular Contributors, who prttvide the back- 
bone of the magazine and can generally be relied 
upon to come up with good articles and reviews, 

LUC .. 



John S Davison 
John Sweeney 
Damon Howarth 
Peter Hickman 



John Davison jr 
Paul Rtxon 
lait finlaysoti 
The Tipster 



All other contributors for this issue are Indi- 
vidually credited alongside their articles or prog- 
rams. Thanks to evcrvbixiy for sharing their en- 
thusiasm with other Atari users. 

Last issue's cover was by Paul Lingwood after all 
but this one is a screen shol of RADZONE by 
Robert Stuart taken with the old box brownie 

Dozens of different Jotfe inspired Oils issue, oil on 
one CD1 Normally f don't like compilations but a 
real crocket is Bringing ft All Back Homejrom a 
fbrtheorniiw BBC series on Irish music, probably 
\x:uio aired around tlw timegoti read this. Tltere 
are 37 tracks ami not a dujfane among them 
including many' that / find not hearci before st4ch. 
as The uM Volley String Sand and Pierce Turner, 
Add such/auourttes as Mary Black, Paul Brady, 
Dmy Spillane. Maura O'Conrtefl and The Water- 
boys amongst many others and uou hare near on 
156 minutes of sheer Joy.' The others who helped 
areRunng with a new o'lbum rhu( is ... \cv.ll. 
Runrig and you can't say any better than tiiaL 
OMDhave an excellent new one and a guy called 
Don Gnutfn helped pass auxin the time, not brU- 
Uant but quite nice. I'm off now tojlnd a CD by 
The Lee Valley String Band or Michael O'SaH- 
teWtain and itie Irish Chamber Orchestra. Won- 
der if Boots will have a copy? 

The next issue of NEW ATARI USER could 
feature YOUR article or program, 
ma SEND IT NOW! 

fMit, 6 sh<r»* jflJtf what ym can dt? with pvitr Atari. XtiW 
A T.\Kf LSER has ah™?* been created entirely with Atari 
equipment, initiaih iht XI. but more fatly yrith a Stt$a 
STemt rthtr stuff, who runb PC^ or Mats! With the 
excepts* $f <ke final output <*n a I.iaotmn and the use of an 
in .house reprv camera far the photos and littin^i t *trythin% 
is done i»it ihe ST. Hardware imtirttfi a Mega ST2 (upgraded 
Co 4Mb), ShtHS .WitJlifcif . Supra JifUfb Hard MiiA, oil Atari 
Lastr Printer, CtiilfH H4D printer, Philips IMiiXJ.i monitor . 
JiQXE. Xi'ttl dixit drive, 610 disk drirt. 8SQ interface, A'£C 
flflJJ printer. Principal saftwttrt used is Pmttxt and Fleet 
Street i'ubuiher J.fl. Olhrr software include* hermit. Tari- 
Tuik. Turiu\ Kane and inriout runJtim written programi on 
Ihe XLiXE. Artu-Ici and programs tubmilte6 ihtt XLt'Xfi diik* 
Art aubjeeteJ to *orm\t ruHam written prfigrami before 
hr*nif mtaxfrrred ocnm to tht ST via IAKITALK, All major 
editing ia done with PrtHesI and putts are laid oul »ith Pleel 
Street {•ubkj.hcr. A dak with tht fimihed p*g*x Paxacript 
liles wnt f'i a lypt netting burtm* to he uutput *tt « Linolron 
and, hey prtito, finished pagel art ftnl back exactly (IT JKW* 
iff thtin. It realli dots work? All that li left it in drop in tht 
listings and phatoi. 

Wttl, it's not tjuilt 4ri easy at lhat but you get the idea? 



ORDERS PLEASE! 

We had one or two production problems with the last issue which resulted In many 
of you Having a real hassle to obtain a copy from the newsagents. We had already 
put back the publication of the issue for one week due to some personal commitments 
but that still allowed plenty of time to get It on sale before the end of ihe month. 
Iric big problem was that the people who do the film failed to get it to the printers 
on time and so it was delayed even further. This caused mayhem amongst the 
newstrade with customers being told anything from they've gone out of business to 
'ITS been deleted from the database* to 'you can t buy it any rnore, it's being given 
away free in another magazti^ Eventually most people got their copy but we 
certainly lost a fair number of sales from readers who believed what they had been 
l"kl 

All of this exacerbates the situation mentioned in the last editorial and so wt- ban 
to make a decision regarding the future distribution of the magazine. At the moment 
the magazine is distributed on a "sale or return' basis meaning that the newsagent 
can order as many copies as he likes and only has to pay for those that he sells 
The rest are returned to the warehouse and subsequently destroyed and we, of 
course have to write off the (quite substantial! printing cost of these copies, Ihe 
alternative method of sale through the newsagents is on firm sale' where the 
newsagent stocks only those copies he knows he can sell and we get paid for every 
copy. The disadvantage is that the shops will cut their orders and you will be unlikely 
to be able to pick up a casual copy. 

We want to keep the magazine on general sale bdWRT and therefore, Irom the nexl 
issue (issue 52] we will adopt the 'firm sale policy but It does mean that YOU MUST 
PLACE AJSI FIRM ORDER WITH YOUR NEWSAGENT FOR FUTURE COPIES OF THE 
MAGAZINE unless vou take out a subscription (which, naturally, we would like you 
to do) There is no commitment on your part to order a number of copies or to pay 
in advance but you do need to tell your newsagent that you want a copy and you 
should do it NOW to ensure that he orders sufficient copies. Although any newsagent 
will still be able to stock NEW ATARI USER you will probably not see it on the shelves 
as all copies will have been ordered. You must place the order. 

An alternative, of course, is to subscribe which can actually work out cheaper. I hib 
way you know that you will never miss a copy and you will receive all the various 
oner leaflets that we include with subscribers copies. 

We believe that this is the right course to ensure that you can continue to enjoy 
a magazine that supports the 8-bit Atari and gives an alternative viewpoint on the 
" ST. All we need now is for you to show that you still want the magazine. Order or 
s\il jsL-ribt! 



XL/XE ALIVE 



A number of people have written to complain that they have sent money to XL/XE 
ALIVE and not revived the goods or a reply. Bill Sutton, who was running XL/XE 
ALIVE telephoned us to sav that he had ceased trading due to a number of problems, 
principally concerning the supply of disk drives which he had paid for and which did 
not materialise, Mr, Sutton has stated that he will ensure that any outstanding 
monies are refunded if customers contact him at the address shown on his adverts. 
Unfortunately the telephone number shown has been disconnected so we suggest that 
any claimants send a polite letter by recorded delivery detailing any outstanding 
items. Hopefully everything will be resolved to everyone's satisfaction. 



IMPORTANT NOTICE 

TO ENSURE YOU CAN OBTAIN NEW ATARI USER IN 
FUTURE FROM YOUR NEWSAGENT YOU MUST PLACE AN ORDER 
WITH HIM FOR ISSUE 52 AND AND FUTURE ISSUES 

alternatively you can subscribe - see page 27 

IF YOU REQUIRE ANY ADVICE ON HOW TO ORDER A COPY 
OR HAVEMYPROBL EMS PLEASE TELEPHONE US ON 0785 213928 
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BACK ISSUES 



Gralin International 

11 Shillito Road, Parkslone, Poole, Dorset BH12 2BN 



TFie_/o Howl rig back issues of 
NEW ATARI USER ore still available 



Issue 31 
Issue 32 
Issue : j : i 
Issue 34 
Issue 36 
Issue 37 
Issue 38 



I ssuo 
Issue 



:i9 
40 
41 



Issue 43 
e 44 
O 45 



I ssu* 46 
I ssue 4 f 
Issue -*ft 
l&sue 49 
Issue SO 



DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

HACK ISSUES are £1,73 each in the UK rmc. & 
£2.44 fur EuTtjpr or surface mall elsewhere and £3-54) 
for Air Mall aut&lde Europe Prices include postage 
ISSUE TJISKS are for anv *Sk «r «4k S hit Arnri 

Each disk 1* £3-95, Postage FREE Id U.K.. 
Overseas add £l per order [any number of disks) 
Stf rlcf your order to 
PAGE G. P.O. BOX 34, STAFFOIin. ST 16 1DH. JiNliLAND 
ACCESS and VISA accepted. Telephone 078S 2 1 fi«i2fl 



8:16 is the alternative Atari newsletter, 
released quarterly by the 
Bournemouth & Poole 
Atari User Group 
It covers the more serious side of Atari 8 bit 
computing, and is essential reading for any 
Atari enthusiasts. ; 
Subscription rates: 
UK| £4.80; Europe- £9.00 
Rest of the world - £9 (sea), £16 (air) 
248 Wimborne Road, Oak dale, Poole, 
Dorset BH 15 3EF 



Free Turbo BASIC & DOS 2.5 with subscription 



NEW SOFTWARE FOR ATARI XL/XE COMPUTERS 



EXCEL 



Monthly disk No. 4 out now, No. 5 
out September 1st. Price £3.99 
each. 3 issue subscription £ 10.99 



\F YOU HA VE NEVER SEEN OR BOUGHT EXCEL 
BEFORE, SEND £2 AND GET A SAMPLE COPY! 



NEW DISKS 



{German imports) 
E7.99 each 

DRAG 

Brilliant Boulderdash clone. 50 levels, 
great graphics and sound! 

DEDRIS 

another done of Tetris 

SOGON 

Mind OOggling puzzle game with 
50 screens plus editor. Brilliant! 

OBLITROID 

) 40 screen arcade game 

ZADOR 

Superb Shanghai style puzzler 

TECHNO NIN.JA 

1 00 screen arcade game 

CULTIVATION & CHROMATICS 

A fantastic clone of the ST game 
Puzznic plus XUXE version of Colons' 

TOBOT & BROS 

Two arcade games; one is a 
Super Mario Brothers clone 



NEW CASSETTE 
SOFTWARE 



£2,99 each 

AMNESIA 

Graphic concentration game 

GUN STAR 

Brilliant new scrolling game 

GO LOR FONT 

Multicolour font creator 

TILE TROUBLE 

Graphic puzzle game 

PD PACK 1 

X AGON/SPAC EB ALL 

PD PACK 2 

SMUSH/G A LACTIC CHASE 

PD PACK 3 

XEVIOUS/TRIAD 

PD PACK 4 

ROTO/MY R I APEDE 



All available from. 
EXCEL, 22, LEWIS WYND, BROOMLANDS, 
IRVINE, STRATHCLYDE, KA11 1HL, SCOTLAND 
Please make ell cheques/postal orders payable to R. Stuart 
Overseas please add £1 postage 



8bit Hard Drive Interface ....£99,95 
We are pleased to announce the availability of the K-P-I 
Hard Drive interface for the Atari XLvXE range of 
computers. The standard interface, which conies complete 
with My DOS, will support any 20MB SCSI drive (not 
supplied). The interface can also be used with SpartaDOS. 
To complete the system you will also need to purchase a 
PSU (6 3 watts minimum) and cables. XE users also 
require the XE Adaptor board. For information sheet 
please send SSAE. 

Hard Drive Interface .,£99-95 XE Adaptor Board . £15.00 



Cartridge Software 

£4.9/9 eac h US Football £6,99 each 

Desert Falcon 
Eastern Front 1941 
Pacman 
Moon Patrol 
Star Raiders II 
Food Fight 
One On One 
Rally Speedway 



Missile Command 
River Raid 
Kaboom 

£5.99 each 
Ball blazer 
Hardball 
Lode Runner 
Rescue On Fractulua 



Arch on 
Battlezone 
David's Midnight Matfe 
Fight Night 
R amy Fir d Blaster* 
•R^tiires Lightgun 
Unboxed £1. 50 each 
E.T. Phone Home 



ICD Products 

ICD have recently decided to stop the manufacture of 
their Atari 8 bit range. We still have a limited quantity 
of the following items in stock. Once these have sold out 
we do not believe we will be able to replace them, so this 
could be your last chance to buy these excellent products. 

Action! + Toolkit £41.99 Rambo XL . ..„ £20.99 

Action! Toolkit only . + , + £l5,99 SpartfiDOS Con, Set 

Acti on 1 Ru ntime £15 .99 + US Doubler .£31.49 



MAC/65 Toolkit only .,.£15.99 

Printer Connection £31.49 

R^Time 8 £31.49 



Sparta DOS Toolkit £15.79 

SpartaDOS X £41.99 

US Doubler... £15.79 



Special Price Disk Software 



£2.00 each 
Asylum 

Bishops Square 
Jeepers Creepers. 
Juno First 
Pacific Coast Highway 
Pole Position 
Survivor 
Tapper 



£3.00 each 

Aztec 

Crypt of the Undead 
Do age Racer 
Dragon's Eye 
Hard Hat Slack 
Maltese Chicken 
Mission Asteroids 
New York City 



Nightmare 
Phantom 

Realm oflmpossibility 
Up"N" Down 

11 00 each 
Smash Hits 6 
Smash Hits 7 
Solar Star 



Communication Packages 
Datatari Serial Interface & Multi-Viewterm 

C/D dual pack £24,95 

Atari 850 Interface & Multi Viewterm (C/D) £ 49.95 

XEP8Q & Bobterm (Disk only) >£ 39,95 



Print Shop £34,95 

PS Graphics 1,2 & 3 .,£3.50ea 

Time wise .£3.50 

Cut & Paste £5.50 

Visicalc ♦.♦..,♦£7,99 

Flight Simulator II £17.50 

Microsoft BASIC ,.,.£5,49 

DOS XE + Manual £12.50 

Forth (D +■ book) ....£24.95 

Graph i cs Tran sfbrrner ,£19.95 

Mfigniprint II + £19.95 

Atari Light Pen £25,00 

Light Gun £29.95 

Microport XL Kit £17.50 

Mi ct one t System . , .£175.00 



C/D Dual Packs £2.99ea 

Pooyan / Rosen's Brigade / 
O'Rileys Mine / Sea Bandit 

Infocom Invisiclue ..£2.99ea 
Cutthroats / Seastalker / 
Suspect 



Repair Manuals 

800/800XL/130XE ...£24.95 ea 

1050 disk drive £24 95 

520ST £37.50 



ANTIC software and 
magazines still available. 



Coming Soon .„ 

Replay Sound Sampler 
Replay Sound Studio 
Digidrum / MidiMaster 



P&P Charges 

£1.50 for orders under £50 
Oversea extra. 

Cheques/POs/IM Os payable to 
Gralin International, 
SSAE for latest catalogue. 
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BUYING THE MAG 

With reference to you edito- 
rial remarks in Issue 50, 1 
for one would be very sorry 
to see you have to go back 
to being a subscription only 
magazine. Uu main reason 
being* as a pensioner, I 
would probably have diffi- 
culty finding a lump sum 
for the advance payment. 
Maybe you could,, if it 
comes to it, find a method 
for the likes of me to pay by 
postal order for each issue? 
Now onto another subject. 
I have typed in the VB1 
Scroll program (Issue 50) 
and it lucks up solid when I 
press BREAK to enter POKE 
70S as instructed to change 
the colour, I get ERROR 
146 - FUNCTION NOT IM- 
PLEMENTED. Any clues? 

K + Edwards, 

Kunrom 

■ 

The goods news MrEdtvards 
is thai you will still be able to 
get New Atari User from your 
newsagent as mentioned else- 
where (several times!) in this 
issue but you must place an 
order with the newsagent. All 
this means is that you simply 
ask the newsagent to pat you 
by a. copy each issue, there is 
no obligation for you to take a 
number of issues and no need 
to pay in advance, but you 
must place the order other- 
wise you won't be able to get 
a copy. We have taken this 
course for readers such as 
yourself but is important for 
rye j i j io show your commitment 
and place that order If you 
should miss a copy r then you 
can. always order directly 
from us at the normal cover 
price, we don't charge any 
extra for postage. 
On your other question, we 
are not sure of the problem. 
•Our copy from which the list 
ing was prepared ivorks per- 
fectly when the Break key is 



pressed. Possibly you have 
missed out a line in the prog- 
ram (unlikely as it probably 
wouldn't run at all). Are you 
using Turbo Basin? It could be 
lhat the machine- 1 code 
routines are not compatible, 
we hone to admit that we 
didn't test this program with 
Turbo Basic. 

THE WORKS! 

I am a 13 year old 800XL 
owner and I have started to 
program games but there 
are a few things that I need 
some help on and I would be 
grateful if you could help 
me, 

The first thing 1 would like 
to know is how can you de- 
sign characters that are 
more that 8 pixels high. 
Still on the subject of char- 
acters, how can you design 
them with more than one 
colour In them? I would 
also be grateful if you could 
help me with music and 
background graphics, I can- 
not figure out how they get 
the musical effects in most 
of the expensive games and 
I would like to be able to do 
this. With the background 
graphics most games turn 
out brilliant but I am not 
sure how to do this. One 
last thing, could you tell me 
how to program a loading 
screen, because I would like 
to give my games a profes- 
sional look, 

Chris Hopper 

Fete ham 

A tall order. Chris! You will 
find that writing good prog- 
rams comes with experience 
and you need io study other 
programs and read everything 
you can to pick up all the 
routines and bricks needed, 
Most of what you require has 
been covered in New Atari 
User in the past but things 
like character redefinition 



were published many years 
ago in issues that are now out 
of print. We haven't published 
this type of article since the 
early days and it is probably 
now time that we covered this 
ground again. Over to the ex- 
perts in the readership, let's 
have the dejinitloe articief 
Things like background music 
and loading screens that you 
see in commercial games re 
quire to be programmed in 
machine code and normally 
articles can only give general 
guidance, leaving ttie actual 
programming up to the prog- 
rammer, but we have recently 
published some programs that 
you could adapt like DAVE Ts 
DISCO and the scrolling mes- 
sage routine in the last issue. 
We also have a Games Back 
drop Designer program in the 
pipeline for a future issue thai 
will probably help. Keep read- 
ing. Chris, keep experimenting 
and take as many routines 
out of other listings as yoa 
can. tn this way you'll begin 
to develop your own ideas 
and you should end up a good 
programmer 

FULL MARKS? 

I am writing to ask if you 
could give marks out of ten 
in the game reviews be- 
cause it would help me and 
other readers to work out if 
it is worth buying. 

Gary McShimming 

Colston, 
Scotland 

We've always avoided giving 
marks to software because 
the evaluation is so subjec- 
tive, (as is the actual review to 
a degree} and a game might 
get a high score simply be- 
cause the reviewer is into that 
type of game. We like to feel 
that our reviews give enough 
background on a game to ert- 
afole the reader to judge for 
themselves the worth. Quite 
often a review will end up 
with a strong recomn\endation 
to go out and buy but you will 
know from the review just 
why that recommendation has 
been given. If there is a mass 
desire from readers for games 
to be marked then we can do 
it. but will it really mean 
anything? 
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CHANGING CHANNELS 

In Issue 48 there was a let- 
ter on the subject of chang- 
ing the Atari's preset chan- 
nels. The way to do this on 
the XE is if yon look on the 
bottom of the XE you will 
find a small hole on the left 
of the label. Insert a trim- 
ming tool and you should be 
able to change the 
Channels. 

Also I have been able to 
locate a source of supply/ for 
the XX/XE BASIC ROM 
chips (which should fit the 
4O0/8Q0) price £4,49 and 
the thermistor for the ST's 
PSU price £1.34, These are 
available from Marpet. 1 
Hornbeam Mews, Glouces- 
ter, GL2 OUE 

Jon Rushton, 

Tel lord 

Tticmks for trie in fo, Jon r but 
the trimmer you mention is 
merely a fine tuning device 
and. does not change the 
channels significantly. It is 
useful however if you find 
that your TV picture is a bit 
wavy or If the colours are not 
Correct You can quite often 
get better sound and graphics 
by playing with this trimmer. 
If you want to have a go, 
make sure that you use a 
plastic trtnmUng tool and not a 
metal screwdriver. A small set 
of trimming tools can be had 
from Tandy for a couple of 
pounds. 

GOOD SUPPORT 

After recently spotting an 
advertisement for new Atari 
8-blt games, I decided to 
write away and buy without 
waiting to see a review in 
your magazine. The Hi-Tec 
Software ad was for various 
releases of NEW games 
based oil the Hanna-Bai-hera 
cartoons, I simply could not 
believe how many titles 
were available to Atari 8-bit 
users and I felt urged to put 
pen to paper and tell others 
about this find. 
I've received the two Yogi 
Bear games, both are very 
good [Indeed Yogi's Great 
Escape is excellent!) and I 
am awaiting the release of 



Top Cat* I Intend to buy all 
these games if not just to 
show my support to the 
Atari community but in 
thanks for the great speed 
and brilliant service from 
Hi -Tec, 

So keep up the good work, 
Hi-Tec, I know plenty of 
people who will always sup- 
port you, especially me! 

Ray Griffiths, 

Luton 

It is nice to hear that a com- 
pany SttU supporting the Atari 
can give good value and good 
service but Hi-Tec seem to be 
a curious company. You were 
lucky to see an advert for 
Atari games (where did you 
see it, in a Spectrum maga- 
zine'?} because we have usked 
Hi-Tec on a number of occa- 
sions if they would like to 
advertise their Atari games in 
New Atari User arid we have 
never iiud a response. Indeed 
we can't even get review 
copies from Hi-Tec, we tiave 
had to go out and buy the 
games ourselves so that you 
can read the reviews and Hi 
Tec can make the money. I 
simply don't understand why 
companies who support a par- 
ticular machine dont adver- 
tise arid promote the fact to 
the right market. No wonder 
software publishers stop sup- 
porting certatn machines on 
the grounds that the softivare 
does not sell. If they don't 
promote tt r how on earth do 
they expect to sell it? 

MYSTERY SOFTWARE 

I have Just returned to the 
Atari 8-bit and can anyone 
help me find a game I en- 
Joyed very much? I do not 
remember the name of the 
game, but 1 hope that I can 
describe it well enough to 
jog a memory or two. 
It was a racing game, sup- 
plied on disk In a silver wal- 
let with a chequered pat- 
tern with the name of the 
game on it. It featured a 
number of different cars 
which ranged from moon- 
buggies to Corvets through 
4x4 and also had the ability 
to adjust the gravity of the 
track from Venus (lots) to 
the Moon (none). Oh yes. 



there were also two motor- 
bikes. It also has lots of 
tracks that you could load. 
The main feature of the 
game was the screen! The 
display was split in two and 
the players used separate 
screens, also the cars could 
drop mines. 

I hope that has jogged a 
memory or two. 1 will gladly 
pay a reasonable price for 
an original copy of this 
game on disk. 

Mark Greened! 

St. Helens 

Thanks for the review! If any- 
one knows this game perhaps 
they could drop us a line to 
put everyone out of their mis- 
ery and you can write direct 
to Mark at 2, Hinckley Road. 
Islands Brow, St. Helens, 
Mersey side , WA1I 9HU 

ART ON CASSETTE 

I recently purchased a 
secondhand Atari BOOXL to 
use for computer artwork 
because It seemed that the 
S0OXL was the best 8-bit for 
this task. The problem is 
that I can't find any sup- 
pliers that stock art pack- 
ages for the 80OXL. I've 
read old issues of Atari User 
and seen many art packages 
reviewed. Could you recom- 
mend any suppliers or 
would one of your readers 
who has an art package on 
cassette be willing to sell 
me one? 

Brian Hosklns, 

Reddltch 

Probably the best art program 
on cassette was PAINTBOARD 
which ivas produced by 
Amethyst Software and 
advertised in these pages a 



year or so ago. It is no longer 
available as a normal casset- 
te although Oerek Fern of 
MICRO DISCOUNT now has a 
version in Turbo Load format 
(for which you require an 
adaptor on your tape deck). 
Others to consider are ROM 
cartridges such as Atari Arttst 
but you'll have to get these 
secondhand now, try putting 
a wanted ad in our next CON- 
TACT column. 

SUPPORT US! 

Having just read the edito- 
rial at the front of last 
month's magazine, I 
thought you might be In- 
terested in a previous ex- 
perience of mine. 

Back In 1961 I purchased a 
home computer called a 
Colour Genie. Although 
never popular with the 
major software bouses I 
thought It was an excellent 
machine, Of course, in 
time, commercially pro- 
duced software dried up but 
the User Group continued 
to produce good software 
and an informative maga- 
zine* Eventually though 
appeals to the readership to 
buy software and write arti- 
cles fell on deaf ears and 
faced with the lack of re- 
sponse the User Group, 
which was a national one, 
finally folded. The losers 
were the computer owners 
themselves. 

I now find the Atari 8-bit 
in the same situation. I 
appeal to all users to sub- 
scribe to this excellent 
magazine and support those 
who are trying to support 
you. Keep up the good 
work. 

Chris Thorley, 

Albrlghton 



PAGE 6 WRITER CORRECTION 



A chance misfortune (it's a bit too complicated to explain!) at the 
stage of adding the tints to the program listings lead to a line being 
missed trom the bottom ot the listing on page 30 of I he last issue, 
Line 1600 should be as follows 

TL 1608 PflTft 3F9085FBB34C4329Bia6C3OBFeE» 
C90eF0E5C3eiFBElC9lFFGDCC35EF0O94C34Z9 
ADB6ZF8DEP3FAP873FBDEE3F ,657 

Please accept our apologies. Now you can type It all in, it's a great 
program. 
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XL/XE TUTORIAL 



QUESTIONS 




When you set oul to write a quiz program a number of 
matters have to be considered apart from deciding on 
the actual questions arid answers. Should you opt for 
a multiple choice type quiz or do you want I he user to Input 
the exact answer? How do you get the computer to ask ques- 
tions in random order each time? Can you ensure that a 
question, once asked, will not be repeated? This article sets 
oul to answer these and other questions with the help of the 
accompanying program listing. 

TYPE OF QUIZ 

Multiple choto? type quizzes tend to be more popular than 
those where the player is expected to type in the right answer - 
they are easier and quicker to use and you don't have the 
problem whereby a "light" answer is rejected because it was 
spelt Incorrectly. On the other hand, some people don't like 
multiple choices because they Involve lucky guesses as well as 
"skill"; this is even more so with true/false quizzes, where you 
have a 50% chance of being right every time. 

The listing shown here gives you a choice between the two 
quiz types. The questions and answers used for the 'type the 
answer' quiz arc stored as DATA statements at UNES 
1 010- 1080 while those for the multiple choice quiz are at 
LINES 2010-2080. As explained below, each round of the 
question loop directs the computer to a particular DATA line 
(using RND(0) and RESTORE) and gets it to READ strings In 
sets of 2 or 4, depending on the type of quiz. The routines 
assume that the order of storage take the form question - 
answer or question right answer - wrong answer- wrong answer 
as appropriate- 

GENERAL STRUCTURE 
AND OPENING ROUTINES 



COMPUTER SELECTION 
OF QUESTIONS 

We check that the question wasn't asked before by using an 
array:- DIM F(NQ) In LINE 110 sets aside space in the com pi i 
Ler for a one -dimensional numeric array called H F\ This has 
spaces for NQ+1 elements, where NQ is the number of ques- 
tions in the quiz (defined In LINE 100). Numeric at mys counl 
from zero, not one; that s why there is one extra place, however 
the program ignores the F(0) location as It Is easier to say PCD 
Is for Oie first question, F(2) for the second ... etc. 

LINE 240 sets all the elements in the array to zero before the 
question loop begins. LINE 250 selects a random whole num- 
ber between 1 and the number of questions in the quiz. If the 
flag for this number Is not zero it means the question was 
asked already so tne computer will pick another nnmbcr and 
slay on this line until It gets a fresh question, LINE 260 then 
sets the flag for Oiis number question at 1 so that It Is 
eliminated in subsequent rounds. 

Next the computer reads a string from a data line which we 
specify using the RESTORE command In LINE 260. Hie value 
for DAT will either be 1000 or 2000, depending on the quiz 
type (see IJNE 190) and Q is our random number. For exam- 
ple, If DAT is 2000 (multiple choice quiz) and Q is 4, die 
computer will read the first string it comes across in line 2040 
12000+ 10*4J. This will always be a question Ibecause of the 
order In which we Input the data); it is displayed on the screen 
letter by letter together with a short sound (LINES 270-275) 

At this stage the routines differ slightly depending on quiz 
type so the program elUier goes to LINE 300 (type the answer) 
or LINE 600 (multiple choice) depending on the choice made In 
LINE 170. (The variable "GAME" was defined in LINE 190}- 

KEYBOARD INPUT 



The general structure of any quiz will be along the lines of the 
following: 

Fur count = } io the number of questions 

- Computer selects a question and prints it on the 
screen 

- Player gives art aristcer 

- Computer cfiecks the answer and goes to a different 
subroutine ij you're right or wrong 

- Computer goes on to the next question 

When the program begins you are given a choice of quiz type 
(LINES 150-160]: The location of the data and some of the 
rrmlines used depend on die choice made here and these 
variables are defined in LINE 190 LINES 210 220 offer a 
choice of the number of questions to answer and LINES 
230-235 set up a graphics 0 question screen which gives a 
running tally of question rintuberfN) and score (SC|. 



Computer reads answer: 

LINE 300 directs the computer to read the next string It 
encounters; this will be the answer accompanying the question 
selected at LINE 2G0 because of the way the DATA Is stored 
The FOR NEXT loop in LINES 300-320 looks at each space in 
the answer and prints a dash on the screen if there's a 
character there and a blank space otherwise. This can be a 
useful hint If, for Instance, the answer is a person s name and 
the player Is unsure about whether to input the surname only 
or the Christian name too. 

Player gives an answer: 

Apart from the dashes, there are a couple of other ways to cut 
down on the possibility of having the "correcr answer rejected: 
POKE 702,64 puts the computer Into capital letters mode as 
the answers arr in this formal and rOKE 694.0 di sables (he 
inverse key. These are put in before the player inputs the 
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Ann O'Driscoll 
explains what is 
needed to program 
your own quiz game 



answer to each question (I JNE 3301 in case the keys are 
accidentally pressed between rounds. 

Computer checks the answer: 

The inputted answer in the string TKY$ ^compared with the 
computer s answer in A$ (LINE 340). If they match the prog- 
ram Is directed to the subroutine at LINE 800. otherwise it 
tines tn the routine at LINK 810 



MULTIPLE CHOICE 



Computer reads answers: 

LINE 600 directs the computer to read the next 3 strings in the 
DATA list: these will be the right answer and the 2 wrong 
answers which go with the current question. LINES 610-630 
print the answers on the screen tn a random order, depending 
on the value ot 'n raudimi number, R, between O and 1 gener- 
ated In LINE 600. For Instance, if R is more than 0.65 LINE 
620 says print the answers with the right one in the middle; 
the computer then notes that right is second. The other lines 
work in the same way. 

Flayer gives an answer: 

The player selects one of the numbered options which are 
listed on the screen by pressing a key. The program stays at 
LINK 640 until 1, 2 or 3 is pressed. 

Computer checks the answer: 

The correct answer has already been flagged when the options 
were put on the screen by LINES 610-630. The computer now 
checks if the number pressed is correct and goes to the 
subroutines at LINES 800 or 810 accordingly. 



RIGHT AND WRONG 
ROUTINES 

LINK 800 Is specifically for right answers. LINE 810 is lor 
wrong answers and LINES 820-840 are common to both. The 
variables used are SC for score (you get 5 points per right 
answer) and P for pitch - the sound differs if you Ye right or 
wrong. LINE 840 prints a couple of rows of blanks over the 
previous question/answers. BL$ is a string containing spaces 
which was set up in LINE 1 10. This was used instead of a clear 
screen command so that the top few lines showing question 
number and running score wouldn't have to be repeated at 
each go. 



QUIZ OVER 



When the loop counter reaches its target (LINE 360 type the 
answer; LINE 670 multiple choice) the program goes to UNE 
850. The screen Is cleared and the results are displayed. 
Pressing any key re- runs the program and brings you back to 
the title screen. 



MODIFICATIONS 

This is only a short listing to show the principles behind qui/ 
programs; there is plenty of scope for improvement such as 
inclusion of a nice title screen or opening menu. Change NQ In 
LINE 100 to alter the number of quesi tons. 1/3 and I A 
question and answer length respectively - may also be 
changed, but be careful here as longer strings might mess up 
the screen display. 

When you are putting in new data, remember to follow the 
Question: Answer or Question: Right: Wrong: Wrong Answer 
order. You may have noticed that there Is in fact no need to 
use separate data for the two quiz types; the computer will 
read one or three strings after each question, depending on the 
quiz selected. In any event, DAT in line 190 defines the begin 
ning of the DATA list and all questions must start on program 
lines which are in multiples of 10 from this (i.e. DA I + 10 , 
DAT+20, etc.) 

Finally, when setting your own questions, it makes things 
more Interesting If the options in the multiple choice quiz are 
kept fairly similar. Also, you should try to avoid apostrophes, 
lull stops, etc. in a type the answer quiz as these can be 
confusing. 

Happy quiz- making! 
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CS 1 HEM 



UB 2 DEM S 

HB 3 »FM ¥■ 

AK 4 REM 8 

SG 5 REM I* - 

HA 6 REM tt BtH ATARI USER 



How to write your own 
QUIZ 

by Ann 0 *pr i«tol 1 



it 
tt 
tr 

— » 

AUG 1991 tt 



r.Y 7 rem tiit i uii mmuuwwwumttmmitm»»» i mmm 

UN 8 REM 

I 1*8 N0=»:L0=I9:LA^20JSC=O! CLOSE »i S OPE 

LC 116 OIM OSfLOI , ASCLA3 , TRYSCLAJ , H1SCLA3 
r HZ$ CLA1 , F (Nil) > DL$C3 9) lBL$Ul = " »tBL*t 
391=" "S»L*fZI=BLS 

JM 149 REM ■iA««.jMiWI» 

i>w 150 GRAPHIC'S ZiPOKE 752 , 1 : POKE 7iO,0:P 

OKE 789,38 1 POSITION 4,Bl? tt6;"«USiC qu 

IMPOSITION 8,3 
PH 168 ? *6; "1 = TYPE THE ANSWER":? N8 ! ? 

- MULTIPLE CHOICE"!* tffi : ? ttO , "3 

^ QUIT":? PRESS i Z or 3" 

HN 170 GET ttl,KEY:KEY = KEY-48>IF K£Y<1 OR 

KEY>3 THEN 178 
MM 186 IF KE V - 3 THEN GRAPHIC 5 8; POKE 02, Z 

3 POKE 792 ,8 E POKE 784,255 : END 
HU 198 GAHE=KEY*38BlDAT=KEV*I660 
CO 218 t CHR$<125»:? "HOM MANY' QUESTIONS 

tl - ";ROi"J "f I TRAP 218 
JK 120 INPUT NO! IF M0<1 OR NO 5 NQ THEN 210 
RA 430 GRAPHICS 8 9 POKE 82 * 0 I POKE 718, 48 IP 

OKE 712, 4* SPOKE 789,12TP0K£ 752,1 
UN 235 POSITION 8,2;? -QUESTION l "jMtPOS 

ITIOM 20,2:7 "SCORE ; "JSC 
PU 248 FOR K=l TO N 0. I F t N 3 -8 : N E H T N 
F F 245 FOR N = l TO HO 

SL 2E6 Q = IRTCRMOC03»NQ+lk sir FCQJOB THEN 

250 

FT 206 F £03=1 : POSITION 11,2*? N : RESTORE D 

flT + itt**ft : READ OS 
YS 270 POSITION 8,7: FOR L=l TO tCH COSl s? 

OS CL , LI ; : ^OUND 8 , 68, 18, lZ 
FS 275 FOR 0=1 TO 2 0 ! N EH T P ; SOUND 0,0,0,0 

; NEKT Li? : ? i GOTO GAMF 
UP 299 REM ■ VMiHm I ! I LI » 1 4 :1i 1 1 1 #^ 
OM 308 READ AS J FOR L = l TO LEN<AS3 : IF AS CL 



,!_*<>" " THEN ? "-" j 1C0TO 32R 
LE 310 T " "J 
OG 328 NEKT L : ? :? 

EJ 330 POKE 702,0* SPOKE 694,8 S INPUT H16 JT 
RY$ 

HY 348 IF TRY$=A$ THEM GO 5 UB BOOtGOTO 368 

UJ 358 GOSUD 81B 

LU 368 NEKT N 1 GOTO S58 

mh rem miumt i mmrxfnBKwvvTm 

OB 600 RE AO AS, WIS, W2S {POSITION 8,9:? "1, 

" : POSITION 6,11! 7 "2 l POSITION 8,1*1? 
"3.":R=RRDtB> 
MM 618 IF RC8.34 THEN POSITION 5,9!? AS : P 

OSITION 5, HE? W±6 i POSITION 6,13 J? M2$ 

:RIGHT=l:GOT0 848 
LK 628 IF R>0,6S THEN POSITION S,9!? Ml!?; 

POSITION 5, Hi? ASSPOSITIOR 5, 13i? N2 S 

t R I G H T = Z ; G 0 T 0 04« 
NL 030 POSITION 5,9: ? W2S : POSITION 5,1*!? 

MIS: POSITION 5,13:? AS:RIGHT^3 
UO 648 GET «1,KEV:IF KEY<49 OR KEV>51 THE 

N 640 

FY 058 KEY = KC¥-481IF KEY - RIGHT THEN GOSUB 

808 i GOTO 870 
UO 600 GOSUB 818 
MA 678 NEKT NsGOTO 858 
CZ 759 REM W flJHih^il ■ 1 III II 
LL 88B POSITION 0,171? "CORRECT ! : P = 2B ! SC 

= SC + S : POSITION 27 . Z : ? SC i GOTO B28 
AI BIB POSITION 0,17:? "No* th« answer is 
"; AS ! P=B8 

NU 620 SOUND B,P, 10, A 7 ; FOR D = l TO 99 :NEHT 

Hi SOUND 0,8,0*0 
01 025 POKE 764,266lP0SITION B,19l? "Pre* 

a a hey to continue" 
II 83B IF PEEK C764I-255 THEN 830 
ZK B48 FOR 8 = 7 TO 19 STEP 2 POSITION B,B: 

? BLSVNEK? BlPOKE 764 , 2SS ! RETURN 

FN 050 GRAPHICS ZePOKE 7S2,1:P0KE 718, 8:P 
OKE 709, 30J POSITIOK 4,0:? NO ; "gahe ove 
r" : POSITION O. 3 
TK 060 ? Her'GUESTIONS TRIED "JRO;? «6S? 
B6| "OUESTIONS RIGHT ";SC/5J? "i PRESS 
A KEY" 
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ROM CARTRIDGES 



ALL AT £5 

HERO - BEAMRIDER ■ HARDBALL 
FIGHT HM3HT- PITFALL -PITFALL II 
ZONE RANGER ■ BALLBLAZER 
RESCUE OMFRACTULAS 
STAR RAIDERS II - LODE RUNNER 
RALLT SPEEDWAV 
DESIGNER'S PENCIL 



NEW NEW NEW 
CARTRIDGES 



ACE OF ACES E17.50 
AIR BALL £17 50 

INTO THE EAGLES NEST £17.50 
ADVENTURE CREATOR £ 7^0 



DISKS 



UP-GRADE your 1010 or XC12 to 
TURBO LOAD converted tapes 600% FASTER 

COMPLETE CONVERSION KIT £15 



INFILTRATOR 

RACING CAR DESTRUCTION SET 

F-15 STRIKE EAGLE 

HAWKQUEST 

SILENT SERVICE 

DROP ZONE 

GHOST BUSTER 

AUTO DUEL 

NEWSROOM 

MOVIEMAKER 

SPV VS SPY (3 GAME PACK) 

MERCENARY'^ CITY \2 GAME PACK* 

TRIVIAL PURSUIT 

STAR WARS 



£12.50 ELEKTRAGLIDE 
E 9.95 CHESSM ASTER 
£ 9 95 ACTION BIKER 
£ 9.95 ATARI WHITER PLUS 
C 6.00 VIDEO TITLE PACK 
E 5 00 PRINTERS DELIGHT 

£ B.OO (1029 SCREEN DUMP UTILITY* 

E 8.95 LANCELOT 

E 4 00 CRUSADE IN EUROPE 

£ 5.00 SORCEROR OF CLAYMORGE 

£ 4.95 TEMPLE OF APSHAI (3 game pack> 

£ 3-OD PIRATES OF THE BARBARY COAST 



£ 6.95 
£ 8.S5 
E 7J6 
£12.00 
£15.00 
£ 7.50 



C 2.50 
I 2.50 
C B.50 
E 2.50 
£ 7.95 



TURBO FORMA T TAPES 



TURBO BASIC £3,75 

ATARI WRITER (WORD PROCESSOR} £7.50 
toads in 58 seconds 

PAINT BOARD {Art/Design program) £7 50 
li>ad£ in 74 seconds 

ACE OF ACES (World War II Flight Sim) £4,50 
fo&ds in 75 seconds 

DUAL FORMAT TAPES 

Standard Side A - TURBO Side B 

TOMAHAWK - TITAN NINJA COMMANDO 

£4.50 each 



S 
P 

A 
R 
E 



MD3 CENTRONICS PRINTER INTERFACE 
ATARI 550 R$23i- CENTRONICS INTERF ACE 
POWER PACKS HUXI.;G5KE/13DXE 
INPUT OUTPUT CABLES 
65XE-130XE REPLACEMENT KEYBOARDS 
1020 PENS * 4 BLACK C 1.80 COLOUR 



S 1029 PRINTER RIBBONS 



£36.00 
C40.00 
£15.00 
£ 4.95 
£23.00 
£ 2.00 
C 3 50 



RECONDITIONED COMPUTERS 

1 ME c&inplete with power pack £49,95 
G5KE complete with power pack 



All Items offered on & flrsl come basis. SO phone to reserve 
and receive a quote for post & packing on your total ord«r 

Every order placed will receive a free copy ol our 12 page 
& bit software/ hard ware and spares price list 

PLEASE ALLOW UP TO 21 DA Y$ FOR DELIVERY 

phone DEREK FERN 021 353 5730 

or FAX fnr further rif^tail** 021 3521669 



for further details 



& ANSWERS 



RY 865 IF PEEKC7643-2S5 THEM S6S 

vg are run 

MZ tOlB DATA WHO MROTE THE UB40 HIT 'RED 

RED MINE 1 , NEIL DIAMOND 
MM ±028 DATA WHO HAD AN AMAZING DANCING ft 

EAR , SIMON SMITH 
A A 1??B DATA NHO DROVE HIS CHEWY TO THE 

LEVY, DON MCLEAN 
ZO J.O40 DATA WHAT HAS THE HMv ROG CALLED, 

NIPPER 

DM 1058 DATA WHO HAD A HOLE IN THEIR SHOE 

IN I 9"& ?jT R Af 7 F I C 
DK DATA WHAT MAS ZAGEft A f- UANS n Ml H 

IT NONDER, IN THE YEAR 2525 
Ul l(t/« DATA NHO HEN T FROM NEW YORK TO |_. 

A . , PATSY GALLANT 
IC .1080 DATA WHAT HAS SHEETS ONLV NUMBER 

ONE, BLOCKBUSTER 
KR 2A10 DATA WHO HAD A HIT WITH ' HORSE HI 

TH HO NAME 1 , AMERICA , CHIC AGO, JOHN DEHVE 

u 



Hl> 2028 DATA HMO MA'S LEAD SINGER HITM THE 
DOORS, JIM MORRISON, VAN MORRISON , CHUCK 
MORRISSEY 

LH 283fl DATA WHOM DID PAUL ANKA SING ADOU 

T , DIANAS ARAN , CLAIRE 
JA 284« DATA NAME HAROLD MELUIN'S BACKING 
GROUP , THE 0LUENOTE5, Trl E DAKOI AS , THE B 

ELMOMTS 

HC 2050 DATA HHO HERE SCOTT JOHN AND BARN 

Y, WALKER BROTHERS , RIGHTEOUS BROTHERS , E 

VERLV BROTHERS 
OZ 2060 DATA WHAT HERE THE BEACH OOVS ONE 

E CALLED, CARL £ THE PASMOHS,THE WILSO 

H BROTHERS, BRIAN * THE SURFERS 
CE 2078 DATA WHICH HAS A HIT FOR MANFRED 

MANN, DO HAH DIDO Y D tDDV , YUHMY YUMMY YU 

MMY,OB-LA-Dl OB -LA "DA 
UN 2BHB &OTA HHO HAS THE MONXEES DRUMMER, 

MICKY DO LEHZj PETER TORK , DAVY JONES 
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PROGRAMMING 



WRITING 
ADVENTURES 



In this fourth, and last, article of a series about the 
construction of text adventures, I shall look at advanced 
programming techniques and also at some of the tools 
used as programming aids. 



DISPLAY 



The display of the adventure that appears on the screen is the 
most critical part of the program, from the user 'a point of view. 
Whatever brlUiant programming may lie beneath the surface, 
the user is bound to assume that if the visible part is no good, 
then neither is tire submerged seven-eighths. 
The first part, then, that requires attention Is the use of 
English in the messages displayed by the adventure. There is 
nothing more oll-nuttm^ than ;i phrase Like There is, an 
ongoing, crisis alteration ". which proves only that the prog- 
rammer has an ongoing inability to use, spell or punctuate 
English properly- situation. So, for goodness' sake, use the 
Queen s English and, if necessary, a good spelling checker 
(unless you're Intending to sell to the French market, in which 
case you/d better write good French!). 
Many adventure programs use a split screen display where 
the top half of the screen indicates the room and its contents, 
and does not scroll, while the lower half contains the actions 
entered by the player and the program's responses to those 
actions. The second, lower half of the screen does scroll* This 
is ratlin- like thr split -sc reen display which call be achieved m 
graphics mode 0 with POKE 703,4, but the latter Instruction 
gives a split-screen display In which only the bottom four lines 
arc available for the user s input and the program s responses. 
The top half of a two part screen display needs to contain 
only the description of the current room and the list of con- 
tents. It is possible that the list of contents may be very large if 
the player has decided to form a dump' tn this room of 
everything he can lay his hands on. It is therefore necessary 
either to provide sufficient space to show the contents of every 
moveable object within one room or, better, to write a more 
flexible routine which creates more space for the top half of the 
screen as the number of items accumulated there increases, 
Scott Adams' adventures provide good examples of this type of 
screen format. 

The best means of implementing such a split- screen display 
regrettably involves the use of two custom-written display 
handlers, one for each half of the screen. The use of display 
handlers is a complex subject, outside the scope of this tuto- 
rial and is of most value to machine code programmers since 
the handlers have to be modified by Ihe addition of machine 
code routines. The interested reader is referred to Oc Re 
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Atari '. Atari's own publication about the operating system of 
their S-blt computers. 

Alternative*, the programmer can write a machine code 
routine which effectively mimics the action of the two display 
handlers but. being custom- written, is easier to implement 

There remains, however, the possibility of a fudge' solution. 
An easier remedy is to provide a machine code routine which 
divides the two halves of the screen, counts whenever the 
number of lines of messages in the bottom half of the screen 
reaches the bottom of the screen (row 23), and then blanks the 
bottom half of the screen, resetting the message cursor to the 
ton of Die lower half of the screen. 

This routine works rather well although It is a little tiresome 
to have to keep counting the screen row on which the next 
message will be displayed. Tor example, alter an im'Entory. 
the program must print out a line of possessions held by the 
player testing the vertical screen position of each message. 
The same principle can be used from Basic, calling a short 
machine code routine. The display program listed here con- 
tains a general purpose, two-part screen utility, in which the 
sizes of the two parts of the screen are programmable. ™ 
machine code routine is quite lengthy (see the number ot DAI A 
statements), although the twin screen handler mentioned 
above would have been much longer. 

The full display program illustrates the use of the machine 
code utility. The key feature is the call to the machine code 
with the line: 

X = USR(1536,N,VERT) 
where: 

1536 = beginning of machine code routine (In page 6) 
N = 0 to clear the top half of the screen 
N <> 0 to clear the lower half of the screen 
VER1" = vertical position where the screen will be broken In 
two. counting in rows from the top of the screen, VERT 
must be altered to suit the size of the room description in 
the Lop half of the screen, but must In any case never be 
Jess than 2 or greater than 20, or the computer may lock 
up (the machine code routine provides no safety check). 
The Basic part of the program requires the cursor position for 
printing messages to be adjusted after each call to the machine 
code routine. 

RUN the program and type In any messages you like, pressing 
RETURN after each message. When the cursor reaches the 
bottom of the screen, the program will suddenly dearth* lower 
half of the screen and the cursor will reappear just below the 




John White concludes his 
series with some advice 
on how to speed up your 
programs and introduces 
a more sophisticated 
screen display 



screen break. 

Alternatively, type InT (RETURN! to force the lower part of 
the screen to be cleared, or type in O 1 (RETURN) to force the 
top part of the screen to be cleared, after which the room 
description will again be displayed. In the second case, note 
that the cursor returns to its original position In the lower half 
of the screen. 

Finally, type in T (RETURN) to cause a shift in the dividing 
line between the two screen halves. For illustrative purposes 
only, the division is increased by six screen rews each time '2' 
is entered. 

I hope that many would-be adventure programmers will be 
able to benefit from incorporation of this screen utility into 
their creations. 

The easiest way of all to create an adequate screen display for 
an adventure Is to clear the screen every time the player enters 
a new room, or enters a LOOK command {meaning look 
around). Thereafter, the room description is written to the 
blank screen, followed by any other messages and all other 
user commands. The screen is permitted to scroll in the usnal 
way. 

The l kur screen option is widely used in mostly amateur 
adventure programs, and Is arguably sufficient for most pur- 
poses. It is surprising to observe that Level 9 s adventures use 
a simple scrolling screen display without even the luxury of 
clearing the screen between locations. Tins presumably was 
due to the difficulty of arranging superior screen displays for 
the many different types of computer for which the adventures 
were sold. Similarly, my "MetMan" adventure, for which the 
listing was provided in the previous article, also had a simple, 
scrolling screen display in order not to obscure the principal 
adventure programming ideas with complications caused by 
the screen display. 



PACKING MORE INTO 
THE ADVENTURE 

There are two principal methods by which large amounts of 
screen Information, such as messages, can be brought up onto 
the screen from a computer adventure. 

The first requires data compression techniques, so that the 
screen messages occupy less space in memory. The second 
uses 'overlays 1 to load data into memory from a disk as re- 
quired. Both types arc discussed below. 



DATA COMPRESSION 

A large part of any adventure program comprises the long 
strings of room descriptions, help text and other messages. It 
would save a lot of computer memory if these messages could 
be made more compact. 

The first, trivial, option Is to shorten the screen messages. 
Whether lengthy room descriptions really add anything to an 
adventure is clearly a matter ol personal preference. However, 
there is no doubt that verbose descriptions are subjectively 
more impressive to the player of an adventure. 

A number of data compression techniques exist, but all rely 
essentially on one principle: the identification of common frag- 
ments of text which can be replaced by a shorter piece of code. 
When the program encounters the identifier, it uses a look-up 
table to restore the original, expanded piece of code. 

Messages require very few characters. Eight -bit computers 
permit up to 256 variations for every character, but adven- 
tures need to use: 

26 variations for letters A to Z 
10 variations for numbers 0 to 9 

approx. 10 variations for punctuation (space, comma, full 

stop, question mark, quotes, exclamation mark, hyphen.) 
(optionally) 26 variations for letters a to z. 
I his means that at most 62 variations are used for messages, 
so that another 200 odd are available as "control codes". When 
encountered In the middle of a message, the program knows 
that it must take some additional action, such as replacing Ihc 
control code with a section of text taken from a look up table, 
A short example will illustrate the basic idea. Consider these 
three messages: 

I AM STANDING UNDERNEATH A WATERFALL 

i AM STANDING IN A LARGE CAVERN WHERE I CAN HEAR 

THE SOUND OF RUNNING WATER 

A MAN-EATING TIGER STANDS BEFORE ME WITH SALIVA 
RUNNING FROM ITS LIPS 
A casual inspection shows that the recurring words STAND. 
1AM . RUNNING, and WATER can all be replaced with codes. 

CTRL-A - "l_AM_", CTRL B = "STAND" 
CTRL-C = "RUNNING ", CTRL-D = "WATER" 
Accordingly we can create the following compressed sent- 
ences: 

[CT R L- A] [CT R L-B] I NG UNDERNEATH A [CTRL-DJFALL 
[CTRL A][CTRL-B]ING IN A LARGE CAVERN WHERE I CAN 
HEAR THE SOUND OF [CTRL C][CTRL-D] 
A MAN-EATING TIGER [CTRL-B]S BEFORE ME WITH SALIVA 
[CTRL-CJFROM ITS LIPS. 
When die program encounters these conlrol codes, easily 
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Identified especially in machine code, the relevant words are 
inserted instead. 

This process, which Is called PACKING, does mean that every 
character of a message has to be read by the program to see 
whether any character needs to be replaced by an expanded 
item. It can he rather slow In Basic, and the procedure is best 
suited to machine code adventures, unless the messages are 
quite short. 

lhe computer memory saved in the cases cited above is 
comparatively small, but there exists a related, much more 
general method or data compression known as Huff man 
coding. 



HUFFMAN CODING 

The underlying principle of Huffman coding is that all the 
accumulated screen messages are examined for common 
occurrences of clusters of characters by an automated process 
which seeks blocks of common text regardless of whether the 
blocks make sense of themselves. For example, a common 
block of code might be found to be M_STAN as in I AM 
STANDING,.. This computerised process provides a much 
greater degree of data compression than would have been 
possible by simple packing. 

Huffman roding breaks down the text strings Into a series of 
bit las In 8 -bit computer) sequences, each sequence represent- 
ing a portion of text, and stores the bit sequences in memory 
without regard to the number of bytes used for each sequence. 
Inevitably, this technique will be of most value to machine 
code programmers. The code to create an automatic "Huffman 
Coder" is quite complex, and is beyond the scope of this 
article, A good overview was provided several years ago In the 
magazine "Practical Computing" (November. 1982). 

The use of a word processor, such as AtariWrller. can be 
strongly recommended for handling strings o\ messages. You 
can then write a program in Basic to crunch' the text file Into 
a coded, compressed variant (I do this frequently to create 
si rings of book opening moves for computer chess programs). 
The compressed version is Itself saved as a word-processor file, 
until it needs to be copied, byte by byte, into memory using 
another special Basic routine. 

A further variant of data compression is available from the 
SpartaDOS-X cartridge, which has, among many other useful 
features, an archiving facility. The archiving program crun- 
ches' the original word processor file into an archive file of 
roughly half the original size - this indicates the type of space 
saving one should expect from efficient Huffman coding - and 
stores the whole file. It occurs to me as I write these words that 
it should be possible to use an archive file directly as a source 
of compressed message data, If one could only work out Spar- 
taDOS-X's method of storing the archive file and its associated 
look up tables. 



A-CODE 

Level 9's adventure programmers went one step further than 
Huffman coding. Instead of subjecting Just the screen mes- 
sages to data compression, they also reduced the whole of the 
original machine code, including the program itself, to a more 
compact code. The resulting program is said to run in A-code'. 

Naturally, a short, normal (non-compressed) machine code 
program is needed to Interpret the function of the remainder of 
the compressed machine code main program. It Is possible to 
write A-code' since I^evel 9 observed that only a very limited 
set of machine code instructions was needed to implement a 
working adventure. 



OVERLAYS 

The second solution to the problem of presenting lengthy 
room descriptions for a large number of rooms Is that of 
overlays. New data is entered into memory to overlay that 
which previously existed. 

The principle is that when the player enters a room, the 
associated information for that room (and. perhaps, for the 
surrounding rooms) is read in from an external device. Typ lL 'al- 
ly the external device is a disk drive; in other words, the room 
data is stored on the program disk and called up as necessary. 

The major advantage of this approach Is that the computer's 
memory can be very largely devoted to the program itself, so 
that complex coding Is made easier. Moreover, the amount of 
data which can be provided Is limited only by the capacity of 
the disk, whereas data compression techniques at best do little 
more than double the amount of data which can be stored in 
the computer. 

The principal disadvantage Is the Inconvenience to the user of 
having the disk drive switched on lor hours at a time (causing 
over- heating), and the interval required to load the information 
each time a new room is entered. Some of the disadvantages 
can be averted by reading in data from a RAMdisk Instead of 
from a disk drive, but this solution is only accessible to owners 
of the 1 30XE computer. 

Overlays can also be used to call up high- res. graphics for 
pictures of events seen In the adventure. The combination of 
text adventures with periodic pictures - for example, every time 
a room is entered - has proved to be quite popular, although I 
suspect that the hundredth vision of a dragon in a room must 
get tiring; especially if the player has had to wait ten seconds 
each time to get It 

THE TURBO BASIC 
COMPILER 

Turbo Basic is a public domain program available on disk for 
Atari XL/XE computers from, among others. New Atari User. A 
high-speed tape version is available from Derek Fern, provided 
that you have the necessary modification to your data recor- 
der. It is completely compatible with Atari Basic programs, 
adds several new commands and runs about three times as 
fast. 

Turbo Basic also comes with a compiler, which turns Turbo 
Basic programs into a rat her inefficient machine code which 
runs about ten times faster than Atari Basic (optimised 
machine code can run 100-200 times as fast as Atari Basic), 
However, the compiler is not completely compatible with prog 
rams written in Atari Basic and Turbo Basic. 

This lack of compatibility is by no means unusual. Many 
other compilers have difficulty with some Basic statements, 
and DataSoft's Basic compiler uses a completely different 
method of handling strings from Atari Basic. However, the 
Turbo Basic compiler Is better than most. 

Nevertheless, some alterations do have to be made to Turbo 
Basle programs to get proper results when the programs are 
compiled. This problem caused some of the strange coding in 
the 1 MetMan adventure, which will be explained below. 

The documentation for the Turbo Basic compiler comes from 
the Western New York Users' Group, and mentions only the 
following difficulties: 

1 . END and NEW commands will not compile. 

2. FOR-N EXT loops must match, for example the lines: 
FORX= 1TO5 

IF X = 3 THEN NEXTX 
NEXTX 
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XL i rem mimmun j n ii iHHii i ii ii nnr i n r m um 

10 t REM tt SPLIT SCREEN DISPLAY a 

DB 3 REM tJ by John Mh i t# H 

YT 4 REM It HR I I THfi ^VENTURES SERIES It 

HR 5 REM » U 

ftS 4 REM tt HEH ATARI USER - AUG 1391 tt 

m ? rem JuummjMUT i uui ■ iiiii ifr iii M iii im Bwmr 

N H B R EM 

ZE 1O0 HEM ** T*«J-HALF ADUEHT USE SCREEN A 

ISPLftV *-w 
Mt 119 OIN A$<183!l=B 

LB 128 CURS = 84 e REM ** CURS = CURSOR tfEllTJ 

CAL POSITION #* 
NJ 1TB VERT-6;ftEM *» SAMP I F VERTICAL DIUI 

DING LINE BETWEEN SCHCENS *» 
TV 143 REM VERT MUST NOT BE <2 OR > 2ft 

TH ISO RESTORE 328 
HP 163 READ A : IF A ]_ THEN 190 
RJ 170 POKE lhifi+l,ft 
V* 188 Irl + UGQTO 108 
EO 198 IF UERT > 29 THEN VERT = * 
CV 195 GRAPHICS 8 : GBSUB 2 70 ; POSITION t r Ut 
bt-1 : -> ■'- ~z ------------ = = = = = 

CV 288 POKE CURS, VERT 

LH 2lH INPUT AS;HEM INPUT AHTHING YOU L IK 
E 

CA 228 IF A£±"0" THEN TEMP^PEEK CCUflSl :K=U 
SR HSifi , O f UERT? ! GOSUB 278;POKE CURTATE 
MP 

ZM 238 If A*r"i" OR PEEK CCURb) > 20 THEN X= 
USRfl5JG,ljVERTl 2 POKE CURS , VERT 

BK 248 If fiS = "I" THEN UERT-ULRMb : (1HTO 19 
0 

MM 258 60TO 218 

AF 2*8 REM «* SHOW UPPER HAI F OF SCREEN * 




will not execute properly In the compiled program. 
In the course of my own exploration of the Turbo Basic 
compiler. I have discovered a number of other eases where a 
program written In Atari Basic or Turbo Basic runs properly in 
normal (Interpreted) Basic, but gives undefined errors when 
Compiled. 

1. VARIABLE GOSUB NOT ALLOWED * 

The expression: 

100Q= 1000: GOSUB Q 
sends the program to the subroutine at tine 1000 in Atari 
Basic or Turbo Basic, However, trie version for the Turbo Basic 
eompiler has to be recoded as: 

100 Q = 1000: GOSUB 500 

500 GOTO Q 

where Q is the address of the subroutine as previously. This 
problem occurs in a few places In "MetMan", such as lines 
50/200. 

2. MULTIPLE ARRAY ARITHMETIC WOT IMPLEMENTED 
PROPERLY 

The expression: 

100A(l,J)-A(l.J)+A(J.0j 
gives an undefined result In the compiled version, and has to 
be replaced with: 

100Q=A(1.J):Q = Q + AU,0) 

3. ARRAYS BADLY NESTED WITH LOGICAL OPERATORS 

Combinations of logical operators with array values work well 
In Atari Basic or Turbo Basic, but give unpredictable results 
with the Turbo Basic compiler. For example, the line: 

100 IF A(l| <> TEMP AND (A(l)ol OR A(2)oTEMP) THEN., 
may or may not give the expected result, depending on the 
values of A{1], A[2) and TEMP, whereas the equivalent Hue; 

100 Al - Ml) :A2 = A(2J : tFAl <> TEMP AND (Alol OR 

A2<> TEMP) THEN ... 



LF 278 POSITION f,|i* "THf ROOM RESCRIPTI 

OR WILL BE GIVEN HERE" 
NU 260 POSTTTOH 2,1:"* " * * * w**t«* » 
m *■■ 

KO ??R PDSITIOH "CONTENTS OF ROOM m 

T I J BE LISTEB HEfTE" 
VZ, 3RR RE TitRtt 

GT 318 REM ** MACHINE CODE DATA 
OB S2A RATA 4R4 , 1R4 , 184 , 141 , 148 . 6 , 184 , 104 
t 141,141 

XII 739 DATA 8 , 173 , 148 , B , 2 6 ■ , ? 1 , i 4 i , t xt, . f, , 
141 

ZF 34R RATA 137 , B , 1*4 , 141 „ C ,32 , HO , A , 141 w 
139 

RC 154 DATA 6 , 148 , 1 3ff r 6 , 7* r 56 , 6 /% 2 r 1 1 0 . 6 
OK 368 DATA 141 r 1 S7 , 6 , 148 , 136 , 6 , 169, 3, 1 41 
, A3* 

EV 378 DATA B , 169 , 193 , 14 1 1 138 * 6 > 1 65 * 88 j 24 
,1A* 

BA 388 DATA 1 3 A ,0,133,240, 165,89, JO?, 137, 
6*133 

GU 398 DATA £41. LAS* 4ft, 24, 189,138,6,133,2 
#2, IBS 

GN 488 DATA A9 , 189 , 139 , 6 , 133 , 2 4 1 , 169, 8, 16 
ft, 141 

CC 418 DATA 2 44,2 34, 24ft, 286,2,2 30, 241,166 
,24ft, 22ft 

UK 42ft DATA 242 , 2ft* , 242 , 166 , 24 1 , 22B , 24 3 , Z 
88, 236, 96 

NIC 4X« DATA 1R9 , ft, 141 , 14A ,6,162,8,70,141* 
6 

FZ 440 DATA 144,3,24,1*5,40,146,110,140,6 
, 282 

DZ 4 50 DATA 208,241,172,140,6,96,288,208, 
258, 23ft 

HE 4AO RAIA 13ft P 6 ,?«2 , 2*4 , 244 , 24 , 96 , « , 8 , 8 
GN 478 DATA -1 

: 



is implemented correctly by the eompiler. 

4. USR COMMAND RETURNS WRONG VALUE 

The expression X=USR(1536) should return the value of X as 
1536 if the machine code routine beginning at memory loca- 
tion 1536 (page 6) does not modify locations $D4 and $D5: 
otherwise it should return the value stored by the routine in 
$D4 and $D5 (low-byte, high -byte). This again is implemented 
properly for Atari Basic and Turbo Basic, but the eompiler 
returns a strange value of its own to variable X (doubtless of 
some unknown signifl cancel. 

The only solution to this problem is to cause the machine 
code routine to store values at defined memory locations, and 
then to extract them with a PEEK command. For an example, 
see lines 8000 and 8005 of t he "MetMan" listing. 

Notwithstanding these problems, there is no doubt that the 
Turbo Basic compiler Is a considerable boon to the adventure 
writer. Compiled Basic programs run sufficiently fast so as to 
be almost indistinguishable from a 'proper" machine code 
adventure. Since Turbo Basic Is in the public domain, it is 
likely that programmers can sell adventures created with the 
uk sis mi ice of the eompiler. Including the runtime package 
needed to support the compiled program, although they must 
be careful not to sell Turbo Basic, its compiler or the runtime 
package itself. The programmer will be selling his adventure, 
not the means of using it, 

CONCLUSION 



I have now reached the end of this series about programming 
text adventures. I hope readers have enjoyed It, and I look 
forward to seeing your creations (published in this magazine?}, 
riease note that I am unable to answer specific questions 
about solving other programmers" adventures - write to the 
Tipster instead. 
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A-Z Of ATARI SOFTWARE 




(AND NOT SO GOLDEN) 




continued 



CONAN THE BARBARIAN ★ * 

piat Datasott/U.S. Gold 1984 (t,d) mid 

An eight-screen platform game with the emphasis on puzzle solving 
rather than jumping and dodging. 'Conan' suffers from a tew bugs 
and a truly awful colour palette. On the plus side, the music is of a 
very high siandard- Of Datasofts trio of thinking man's plattormers 
('Goonies', 2orro > and 'Conan'), this one is the worst. 

COSMIC TUNNELS 

arc Datamost/Databyte 1983/1986 (t T d) mid 

A neat little blast 'em up, strong on music and sound effects. You 
travel through each cosmic tunnel (a primitive 3-D effect) and then 
dodge the aliens on the planets at the end of them. Graphics could 
have been better, but generally ihere is nothing to complain about. 
You'll probably find yourseH saying 'One more go', even if it's just to 
hear the music on the high score table again. 



THE KEY 



Star Ratings:^ 



★ * 

★ ★ ft 

★ * ★ 

★ * * * 

★ * ★ + 



poor 

poor mediocre 
mediocre 
mediocre/good 
good 

goodvex eel lent 
excellent 



arc 

plat 

Bin 

strat 

adv 

gradv 

Irp 

artfadu 



arcade game 
platform game 
simulation 
strategy game 
text adventure 
lexi adventure with 
pictures 

lantasy role playing 
game 

arcade game with 
puzzle solving: map- 
ping . 



bud 

mid 

lull 
Imp 



game Is available on tape 
game is available on di&k 
game is available on ROM 
cartridge 

budget priced game 
{CI . .99) 
mid-priced gams 
(C3.00-E&A9) 
full prieed game <£9.(W+) 
game is (or was) only 
available on import from 
America 

no pries range available, 
because game is very dll- 
ticult to get hold of 



THE COUNT ** * 

(gr.) adv. Adv. International 1981/83 (t,d) bud/mid 

This game is also available as a two-disk graphical adventure. You 
play the part of a Van Helsing like character and must dispose of 
Dracula while he is asleep at his castle. The puzzles and plot 
developments are nicely done, and the program s vocabulary is 
small but adequate, One of Ihe better Scot! Adams adventures. 



CRUMBLE S CRISIS 

arc Red Rat 



1987 (t»d) mid 

Technically good, but not very original game in which you guide 
Crumble (with built in Jet Pack] through lots of nicely drawn locations 
in his search tor six fuzzies that have escaped from the mtergalactic 
zoo It's one of those 'if you touch the walls it drains your energy' 
type of games. On the whole, it's far too difficult to complete but very 
pretty to look at 

CRYSTAL RAIDER * * * 

arc Mastertronic 1986 (t) bud 

An entertaining little quickie from the once prolific software house. 
You manoeuvre a little character through fifty screens, collecting 
jewels and avoiding nasties. What sets 'Crystal Raider' apart from a 
hundred other games of the same theme is the unique control 
method and the night time feature, when you can only see what is 
within the range of your torch. 

CURSE OF CROWLEY MANOR * & 

adv. Adv.tnter national 1981 (I) scarce 

Probably programmer Jym Pearson's best adventure, but that's not 
saying much. This one scores heavily with its Lovecratt.an type 
atmosphere, but it has one of the worst parsers ever dev.sed. For 
adventure addicts only! 

CYTRON MASTERS * * 

strat Strategic Simulations 1982 (d) scarce 

Weird complex simulation of futuristic combat set in an arena. This 
one plays like a wargame in real time. Definitely nol for arcade 
ir^Ks bi.- a lairly interesting challenge tor the strategists out there. 
Written by Dan Bunten, who later went on to program such Atari 
classics as IvUJL.E.' and Seven Cities ol Gold' 

DAMBUSTERS * * 

arc Unknown (forgotten I) 1984? (!) scarce 

An arcade game, written in Basic about the bombing of the Ruhr 
dam in World War 2. The horizontal and vertical scrolling is done 
competently and the game itself is fairly addictive and challenging. 
Ho real long term inierest though. 

DAN STRIKES BACK * * * 

plat English Software 1983 (t) scarce 

The sequel to ■Diamonds'. This is a tricky little game in which you 
have to manoeuvre Dan to the bottom ol a vertically scrolling screen. 
Nasties and traps aoound. and it is all very well worked out 

DARK CRYSTAL, THE * * J* 

gr. adv Sierra On-Line 1982 (d) full 

Graphical adventure based on the film of the same name. The bad 
news is that the graphics are artifacted (black and while on English 
T V '*) The good news is that il you liked the film you will probably 
like this. It takes up three double-sided disks (mainly data for the 
numerous pictures). 
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DARTS ★ ★ * 

arc Thorn E.M.I. 1981 (r) mid 

Graphics are a bit blocky in this early darts game, but on the whole it 
turns out lo be quite entertaining, and contains some nice touches. 
Up to four people can try their hand at either 301 . 501 or 1001 . The 
screen shows a view ol your player and a close up of his hand which 
you must guide over the board. A good family game. 



★ ★ & 

(d) full 




DATASOFT BASIC COMPILER 
ut Data soft 1983 

One ot the first Basic compilers lor the XL'XE. 
Briefly, what it does is turn your Basic programs 
into machine code and allows them to run much 
taster. This one can't be recommended nowa- 
days (hough because ot its 16K limitation on 
source code and more importantly because the 
brilliant Turbo Basic and Compiler' are available 
in the Public Domain tor a fraction of the cost. 



DAY AT THE RACES, A ★ ★ 

strat Anvil/Red Rat 1985/1986 ft) bud 

A game about horse racing to bring out the punter in you? Well, only 
if you're a horse racing fanatic, because this game really fails to 
convey any genuine excitement- Each player backs a horse and then 
watches the race. The computer keeps a running toial of money lost 
or won over the whole day s meeting. That s about it really 

DEATH RACE ★ ★ 

arc Atlantis Software 1987 ft) bud 

Graphically okay, but this is still one ol the least exciting of the 
multitude of car racing games available lor the Atari. Sound effects 
are among the worst you'll ever hear. Still, at it's budget price, you 
may find it worth acquiring. 

DECATHLON * ★ # 

arc Activisiori/Firebird 1984/1987 (t) bud 

The ultimate joystick wrecking game. Waggle your way through ten 
events {and possibly joysticks) in this reasonable athletics simula- 
tion. Graphics are good, but there is hardly any sound. Worth getting 
if you like this sort ot thing. 

DESMOND'S DUNGEON ★ ★ l!!r 

plat Creative Sparks 1986 (t) bud 

It's up lo you to help Desmond recover all the treasure from the 
chests and deposit it at the top of the screen. Watch out for the 
usual assortment of baddies, including a chap in a plane Pretty 
good tun, with nice scrolling and sound eftects. There are a lot worse 

buys for £1,99. 

DESPATCH RIDER * ★ * 

arc Mastertronic 1987 (t) bud 

Graphics aren't tremendous in this 'race against time' time, but 
play ability is. You must guide your despatch rider around the streets 
(shown in a view from above) and deliver as many parcels as you 
can. Watch out for skips and the street walls as these knock 
precious minutes oft your time limit. 

DIAMONDS * * * 

plat English Software 1983 (t) bud 

Quintessential platform game in which you must help Dan collect ah 
the diamonds from each screen whilst avoiding a motley collection of 
nasties. Fast and furious action all the way. Not a brilliant game by 
any means, but 'Diamonds' has its own unique charm. 



DIMENSION X ★ ★ ★ 

arc Synapse Software 1984 (t) scarce 

An unusual 3-D game in which you have to shoot the evil Rigellian 
ships and navigaie your way through tunnels. The checker board 
ground whizzes past as you move along, and the approach to a 
tunnel is a nice graphic effect {almost as good as 'Elektraglide"). AH 
round good graphics and also imaginative use of the sound chip. 

DISC HOPPER * ★ 

arc Red Rat 1987 (t,d) bud 

As far as I know this game only appears on the 'Four Star Compila- 
tion Vol. 1' release. It's a highly unusual game which makes use of 
Graphics Mode 9. so be prepared for some chuflky but very colourful 
graphics. I'm afraid the game itself isn't up to much. A pseudo 3-D 
effect gives the impression of depth to the screen as you lump from 
disc to disc whilst avoiding nasties. 

DISK WIZARD 2 * ★ ★ ik 

ut C.A.P, Software 1984 (d> scarce 

An invaluable uliliry for disk drive owners containing features like 
map disk, copy, display /alter contents of sectors, change file links, 
disassemble from sectors, drive speed and much more. II you can 
find it, buy it. 

DIZZY DICE * * * 

arc Players Software 1987 (t,d) bud 

There aren't that many fruit machine games for the XUXE. but this is 
one of the best. There are four reels, hold and gamble features and 
a hi/lo dice game. Colour is used to good effect but the sound is just 
adequate. 

DOMAIN OF THE UNDEAD * ★ 

arc Red Rat 1986 (t,d) mid 

A 'Ghouls and Ghosts' done from the once prolific Atari software 
house. This does not rate as one of their best however. Armed only 
with a cross and a missile weapon, you must first clear all the 
skeletons from a graveyard. Then it's onto another screen and more 
blasting and dodging. Graphics and sound are O.K. and the game 
rates pretty highly in the difficulty league. 

DONKEY KONG * * * 

plat Atari 1983 (r) mid 

Donkey Kong' was one of the first platform games in the arcades 
and it translated pretty well onto computer. All of the main features of 
a good platform game are contained here {jumping obstacles, hitting 
your enemies, finding the best route across the screen etc.). Some 
graphically amusing moments are to be seen along the way. Good 
tun, 

DRAGON RIDERS OF PERN ★ ★ & 

strat Epyx 1983 (d) imp, scarce 

A game based on the fantasy novels of Anne McCaffrey, which is 
unlike any other I have ever seen. It contains elements ol role 
playing, bargaining, arcade action and diplomacy mixed together in a 
hodge-podge style. You have to make alliances with the other 
characters in the game to halt the invasion of the 'thread'. Game 
screens include a map, information about other characters and 
events, and an arcade thread-fighting sequence. Not without merit, 
but I wish the whole thing had gelled together better than it dkf. 

compiled by 
Kirk Ruebottom 
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DRELBS * ★ 

arc Synapse Software 1983 (t t d) mid 

A game which is almost impossible to describe. 'Drelbs' consists of 
two separate phases, In the first you try lo rearrange a large grid into 
a set of squares whilst dodging nasties. In the second you must free 
all your friends by running over them and avoiding a different nasty- 
Sound effects and graphics are pretty good, but gameplay is to 
shallow (and too weird!) lo lift this one from the realms ol mediocrity. 

DROPZONE * ★ ★ * 

arc U.S. Gold 1985 <t,d) mid 

One of the all-time classic home computer games (written especially 
tor the Atan incidentally). Author Archer McClean converted it to 
other machines, such as the Commodore 64, and things had to be 
slowed down considerably- It's a shoot 'em up where you have lo hit 
the button very fast it you want to rack up a decent high score. Make 
sure you also have someone at the keyboard to operate your 
cloaking device and smart bombs. Scrolling, graphics and sound are 
astounding, and don't forget the firework death sequence. 

DRUID ★ ★ * & 

arc/adv Firebird Software 1987 (t) mid 

This is the game Gauntlet' should have been. 'Oruid n is a thoroughly 
entertaining shoot 'em up with strategic elements. There is a variety 
of nasties to kill, a number of weapons and spells with which to do it. 
and a myriad of passages to explore in your quest for the exit to the 
next level. Possibly Firebird's best game for the XUXE, 

DUELLIN DROIDS * * 

arc English Software 1982 (t) scarce 

A bog standard shoot 'em up. You are in an arena and must kill 
robots which come at you from all directions, and at the same time 
rescue your friends. The game's graphics, made from a redefined 
character set, are pretty crude. Paranoia is likely to set in as the 
robots converge on you from all sides. 



EARTH VIEWS 

ut Antic Software 



1984 



★ ★ ★ 

(d) imp 



This technically excellent program is worth acquiring if you have any 
interest in geography. Literally thousands of maps of the earth, in 
2-D or 3-D, can be called up rat the press of a key. Information 
concerning cities, rivers, mountains etc. can also be viewed. A 
'game' using the maps was also included as an afterthought. The 
two colour graphics used throughout are fine and nicely detailed. 

EASTERN FRONT * * ★ 

strat APX 1981 (t,r) full 

In its time this was a u tour de force' of design and programming. 
'Eastern Front' is a wargame about the German invasion of Russia in 
World War It. Movement of units is completely joystick controlled and 
orders are very easy to input. The map can be scrolled in all 
directions. Factors include supply, reinforcements and weather. This 
home produced program surpasses many efforts from the acknow- 
ledged computer wargame experts, Strategic Simulations' 

EIDOLON, THE ★ ★ ★ * 

arc/adv. Lucasfilm/Acti vision 1936 (d) full 

Aspiring Atari programmers should take a look at this technically 
brilliant program, a lesson in how to exploit the graphic capabilities of 
the 6-bit machine. The game has you travelling through 3-D caverns 
in search of jewels, monsters and fireballs. The monsters you meet 
are wonderfully animated, and you can actually see them following 
you through the caverns I Strategic elements, excellent graphics, 
sound and gameplay, make up an all-time classic. 



ELEKTRAGLIDE + * ★ * 

arc English Software 1985 <t,d) mid 

Often exciting car racing game with a nice line in graphics and 
music. Your view is from the windscreen of your vehicle and you 
must complete the chosen course in a sel time. Bouncing balls 
constantly come towards you and there are tunnels, forks in the road 
and pillars to be negotiated. The scenery whizzes past at a terrific 
rate. Difficult to master at first, but stick with it and you should find 
•Elektraglide' a stimulating experience. 



ENCHANTER 

adv. Infocom 



19» (d) 
85 



full 



■ft 



Intocom set I he standards by which all other 

text adventures were judged. In Enchanter' 

you play the part of an apprentice wizard and 

you are charged with defeating the evil Krull. 

Spells play an important part in this one 

(sometimes to humorous effect). As always, 

the Infocom parser is up to a high standard, and the puzzles to be 

solved are of the medium to difficult variety. 

ENCOUNTER * * * * 

arc Novagen 1984 (t,d) mid 

Paul Woakes, later to write Mercenary made his Atari debut with 
this one. Basically, it's a humdinger ol a 3-D shoot 'em up, a bit like 
'BatHezone' but with tilled- in graphics. Encounter' offers 360 degree 
scrolling, first person perspectives, intelligent enemies, eene sound 
effects and terrific gameplay. What more could you ask for? 

ESCAPE FROM DOOMWORLD * * 

arc Red Bat 1986 (t,d) bud 

A lairly poor offering from the Red Rat, This looks like two bad 
games combined into one. The first part is a platform type game in 
which you collect things and dodge baddies. The second has you 
trying to rescue scientists, 'Chopfifter' style in a horizontally scrolling 
shoot em up, Neither of the two ideas have been implemented very 
well. Avoid this one if you can. 

ESCAPE FROM TRAAM ★ 

adv. Adv. International 1981 (t> scarce 

Possibly the worst adventure I've ever played. 'Traam' is from the 
underworked keyboard of Jym Pearson, the man with the 20 word 
adventure vocabulary. This outing finds you crash landing on the 
planet of the title and trying to find a way back home. Trying to 
communicate with the program can be extremely frustrating to say 
the least. 



EVEREST 

strat Titan Software 



* ★ * 
1983 (t) scarce 



A fairly old and rarety seen text only simulation of a mountaineering 
expediiion. written in Basic You'll be called upon to make various 
decisions regarding climbers, porters, equipment and routes. Quite 
complex, involving and challenging. 

EXCELSOR * ★ A 

arc Players Software 1987 (t,d) bud 

Another quickie from Players which, like most of their other games 
for the Atari, is very frugal in length of code. But tor ad that, it's 
colourful, noisy, and not a bad shoot em up. At the price, worth 
adding to your collection. 
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F-15 STRIKE EAGLE * ★ ★ ft 

sim Microprose 1984 (t 3 d) mid 

Frightening in its realism, F-15" has you bombing, shooting and 
navigating your way over areas ranging from the Persian Gulf, 
Vietnam and Korea, Sound effects and graphics are very good and 
the speed ol the game is impressive. There are lots of things to do, 
with keypresses controlling your weapons systems, radar, afterbur- 
ners, speedb rakes, fuel tanks etc, Yes, it's all here. Microprose don't 
leave anything to I he imagination. 

FIDGET ★ ★ 

arc Americana/U.S. Gold 1986 {t,d) bud 

A curious game, a sort of 'Marble Madness' derivative. The screen 
scrolls smoothly downwards as you move your little inertia- ridden 
character down ramps and platforms in his quest to reach the door 
to the next level. Nothing ai ail wrong wilti 'Fidger, but there's 
nothing outstanding either. 

FIGHT NIGHT ★ * * 

arc U.S. Gold 1987 (t,d,r) mid 

An amusing boxing game which took a long time to reach Britain 
after its initial release in America. You can either create and train 
your own boxer or choose one of the many provided to fight the likes 
of Hu Him f British Bulldog and Dipstick. The emphasis is on humour: 
there is only a limited amount of moves to employ. Best played as a 
two player game, as it is fairly easy to complete against the 
computer. Sound is pretty disappointing but graphics are quite good. 

FIGHTER PILOT ★ ★ * 

sim Digital Integration 1985 (t,d) full 

A complex, challenging flight simulator wath all the features present 
that demanding buffs would expect. The only drawbacks are that it is 
very difficult to land the plane, and thai the program uses the 
dreaded 'Len slock' device as an anti-pirate measure. As with 'F-15 
Strike Eagle' this is a simulation of flying an F-15 aircraft. For 
payability and realism, I think Strike Eagle' just has the edge 

FIREFLEET - * ft 

arc English Software 1983 (t,d) scarce 

A rather tacky and boring vertically scrolling shoot 'em up. This is a 
bit reminiscent of 'Caverns of Mars' as you blast your way slowly 
downwards, trying to reach I he bottom of a cavern. Sound effects 
are unusual to say the least and the game is far too difficult to 
sustain any lasting interest. An early effort from English Software. 
They later went on to produce better games. 



★ ★ ★ ★ 

(d,r) full 



FLIGHT SIMULATOR 2 

sim Sublogic 1964 

A huge, sprawling 'game' which has all the 
features any would-be aviator could wish 
for. Incredible detail and realism on the 
cockpit side ol things, and the graphics 
{runways, rivers, buildings, roads etc) are 
of a good standard, The whole scope of 
the program i>s unbelievable. Scenery 
areas are included for Chicago, New York, 
Los Angeies and Seattle, each with 
thousands of square miles to fly over. You 
can also buy additional scenery disks 
which cover other parts of America, West- 
ern Europe and Japan. A simulation in the truest sense of the word, 
so to get the most of 'FS2' requires reading of the detailed manuals 
which come with the package. 




FLIP N FLOP ★ ★ * 

arc First Star Software 1983 ft.d) scarce 

Nice graphics, smooth scrolling and good game play make this game 
a winner. You take the part of an escaped kangaroo and you dodge 
a keeper through screen after screen of ladders and suspended tiles. 
Every other round your role changes to thai of a monkey (Flop), who 
climbs about underneath the ladders and tiles. Manoeuvring him can 
become quite tricky! 

FLOYD OF THE JUNGLE * ft 

plat Microprose 1982 (d) scarce 

Is this how Microprose started in business, writing forgettable plat- 
form games in Basic? Can this really be by the same flight/military 
simulation experts? All the platform cliches are here, namely run- 
ning, jumping, punching pygmies (pygmies?) and avoiding nasties. 

FORBIDDEN FOREST * ft 

arc Cosmi/Top Ten 1983/1987 (t) bud 

A drab and uninteresting game in which you are an archer in a lorest 
with all sorts of evil creatures to dispose of. You simply move the 
archer left and right, load his bow, aim and lire I've seen better 
graphics on the old 2600 VCS. Cos mi strike out again P'm afraid. 



FORT APOCALYPSE * ★ * 

arc Synapse/U S. Gold 1962/1985 (t,d) bud 

An old reliable shoot 'em up, regarded by some as a minor classic of 
the genre. The old scenario of rescuing the hostages in your 
helicopter' is at least carried out with some flair here. 'Apocalypse' 
offers four-way scrolling, a barrage of loud and imaginative sound 
effects and challenging gameplay. Worth considering for Ihe collec 
tion if you get off on shoot em ups, 



FRENESIS ★ 

arc Mastertronic 1987 (t) Dud 

Mindless game from computer journalist Tony Takoushi. Aliens come 
at you from four quadrants and it's up to you to move your gun to the 
right quadrant and make sure it's moving in the right direction. That's 
all i here is lo it. The author should be congratulated upon writing a 
game for the XUXE, bul reprimanded for its quality. 



FROGGER it* ft 

arc Sierra On-Line 1981 (t) scarce 

The ancient arcade Favourite made its appearance on the Atari 
courtesy of today's 16-bit adventure specialists? They did a faithful 
and charming conversion. Graphics are bright and colourful and if 
you like your games simple and challenging at the same time then 
you could do a lot worse than buy 'Frogger'. 

GAUNTLET ★ * * 

arc U.S. Gold 1987 (t,d) mid 

XL/XE 'Gauntlet' was one of Ihe first versions to be promised and 
the last version to be delivered. The extra time the programmers had 
did not show in the quality of the finished effort. This could have 
been a (ol better. There is still a terrific game in here however 
('Gauntlet: was the biggest seller of '87). It's best played as a two 
player game, as you can co-operate in your battles through the 
dungeons. Really, it has little to do with role piaying and a lot to do 
with shoot 'em ups. Addictive at first, bul you may soon become 
bored with if. 
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RAO £OW£ toy Robtrt Stutrt 1591 



by Robert Stuart 

You are in control of a robot which has to remove twelve radioactive pods from six different zones. The robot has a 
shield which can withstand the radiation as long as it keeps moving; if you stop, the radiation will rapidly increase 
until it reaches 30 and then, BOOM! Also, the floor panels in the RAD ZONES have a nasty habit oj r sliding away ajler 
your droid moves ojfthetn, so each section of floor can only be used orwet You have to work out a route to collect all of 
the pods without getting trapped in the RAD ZONE. You have another tuw droids in reserve, but remember you have to 
keep moving! 

THE PROGRAM 

The program is written in BASIC with a small machine code interrupt routine which is based on the sprite X/Y 
program in this issue. The routine has been modified slightly to use only two sprites (overlapped to achieve a three 
colour sprite) t which saves typing in a lot of unnecessary data. The routme also uses only one pair oj co-ordinates, to 
enable the multi-coloured sprite to be positioned using only two memory locations instead of four . 

The other data is for a small Display List Interrupt to change the character set and character colours at the bottom of 
the screen, plus the new character set, which only uses forty characters. The standard set has not been moved from 
ROM. as there was no need; the DU allows the ROM set to be used. 

The strings A$ and B$ told the characters for the metallic walls at the top and bottom of the screen. The rest of the 
screens are just printed to the screen while it is switched off to make it look more professional. These can easily be 
changed to different designs if you are feeling creative. You could even add more levels to the game. The variables 
used are as follows; M-Men left, P-Pods collected. R Radiation level. S Room number So. ifyoufmd the game too 
tough, you can alter the Radiation level to go to 99 instead of 30. The just screen is straightforward, but the otfxers get 
a little more tricky. 1 hope you enjoy it! 
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CM 9 REM WO NEED TO IYPE AMY ftF THISU 



HH 6 POKE 5S^e;DIM *$C3?l ,9S<39> ;COTO 36 
GT i REM KMTfilTHH 

YN 2 FOR F = B TO 7 1 Y- Y _ 2 J P OK E 1541,¥;NEHT 

f i go sub ie : z=z-ee ; return 

TB 4 FOR F-6 TO 7 I Y=Y*2 I POKE 1541, Y ; NEKT 

F : GOSI1B IB J Z^Z+SB ! RETURN 
PM G FOR F = B TO 7;H-X-1;P0KE U4«, K: NE K r 

F:GQ5UB IB : Z-Z-2 : RETURN 
KB S FBR F = B TO 7 1 K=K*1 1 POKE 1540, M 2 NEKT 

F:G05UB IB; Z = Z + 2 : RETURN 
HZ IB REM [iIJii:MJinTII71 

FA 12 FOR F = 14B TO IBB STEP 4 : POKE Z,F3PO 
ICE Z + l, F + UPOICE Z+4B, F + 2 3 POKE Z+41,F+3 
:SOUNO 0 , F^IB , 8 , 2 3 NEKT F 

JB 14 SOUND 8,8,0,8; POKE Z , 0 J POKE Z + 1,B:P 
OKE Z+46.6:P0KE Z + 41 , 8 : R-8 : RET UAH 

GU 22 P=P+llFOR F=50 TO B ^TEP "S^UUND O 
i F j 1 8 , 1 2 ! NEK T F I SOUND 8,8, 8, 8: IF P>9 t 
HEN POSITION 38,28!? P;" " 

RN 24 IF P<18 THEN POSITION 36, 20 3? ,, S";P 

■ ■■ i* 

i 

■Kti 25 POKE Z, 148: POKE ? + l r f4f iPOKF Z+48,1 
42 : POKE Z + 41 , 143 I IF P = 12 THEN 5=S*1 :P= 
8 ■ GOTO 200 

PP 20 GOTO 215 

fo 18 reh HJ:l1H«™i:mt1tHljfjIlf»iIM 

NC 32 RESTORE 34 S FOR F-38726 TO 38813: RE A 

o o : poke f , o : nemt f 

RL 34 DATA 172,1,6,162,9, 169, O, 153,32,124 

, 232, 288, 224, 16 . 268, 247 
TB 35 DATA 172 , 1 , 6 , 162 , 9 , 199 , 9 , 153, 32, 125 

t 232, 286, 224 . 16, 268, 247 * 
AM 3D OAT A 162 , 8 , 1 6? , 4 , 5 , 157 , 9 , ft , 232, 224, 

4*288, 245 

TY 48 DATA 172, 5, 6, 162, 6, 189, 8, 128,153, 32 
, 124, 232, 299,224, 16, 208, 244, 173, 4,6, 14 
1*8, 2 O 8 

VH 42 DATA 172, 5,6, J5?, 9, 199,16,128, 153, 3 
2,125,2 32,288,224,15,280,244,173,4,6,1 
41,1,288, 76, 40,220 

PS 58 REH i:USM*:n:MgIil!ia 

ZD 52 FiE-STORE 54: FOR F = 3S872 TO 36192 t REA 
8 H SPOKE F,K;HEMT F 

fiS 54 DATA 255,191,42,49,45,46,46,46,255, 
255, 171,11,134,134,139,139, 46, 46, 46,46 
, 47, 42, ft, ft, 139, 13*, 139, 134, 235, 171 

HU 55 BAT A 2, 8, 215,199, 1ft?, 104 P 162, 134. 14 
ii 147,215,189, 189, 45, 137, 225, 113, 83, 19 
7, 141, 139, 162 , 1B4, 10 4. 109, 235, 83 

Sit 56 DATA 113, 225,137, 45, 184, 185, 235.215 
, 109, 189, 189. 109 , 10 9, 109 , 235 , 215 , 189, 1 
89, 169, 109 , 189, 189, 235, 189, 109, 199 

LQ 57 DATA 189 , 1 89 , 199, 199, 235 , 215 , IB? , 10 
9, IB?, 109, IB 9, 189, 235, 169, IB?, 109, 189, 
109, 189,48,8,189, 194. 109, 189, 189 

FP 58 DATA 1«9 , 46 , 6 . 6 , 2D , 184 , 18? , 1 6? . 184 , 
184, 10 9, B, 28,109, 19?, 109, IB? , 189 , IB? , 1 
09, 189, 189 

IV 59 DATA 189,184,49,6,6,109,109,189,139 
, 184 .48, 8, 6, O , B,?fl, 18?, IB?, 189, 19* . 189 
, 8, 8, 29, 109, IB?, 10?, 199, 10? , IB? 

JM 50 DATA 189,104.189,48,8,8,0,189,109,1 



RADZONE 1 



fl? , 10 9 , 40,0,0,8,8,0,0,28, 18 9, 189, 184, 1 
0 9, 8, 6, 6, 28, 109, IB?, IB?, IB?, 197, IB? 
NC 61 DATA 183, 49,9, ft, 0,0, 189, IB?, 109, 48, 
0,8, 6, 0,9,9,9,9, 28, 16?, 189 , 189 , 8, 8,9,8 
,28, 109, 164, 184, 189, 46, 0,6,6,0,8,9, 18? 
VU 62 DATA 46,4,0 ,B , B , 9,9,0 ,0 , 0 , B , B , 8, 20« 
IB?, B, B,B, 0, 8, B, 28, 189, IB, 47, 101, 149 , 1 
S9 , 158, 158, 158, 168 . 248 , ?4 , 86 , 246 . 182 
NT 63 DATA 10 t , 162 , 159 , IS* , 159, 154 , 14 ? , IB 
1, 47, IB, 162, 182,102 . 246 , 66 , 44 , 248 , 166 , 
178, 255 ,05, 85, 255, 176, ft, ft, ft, ft, 17ft 
HM 64 DATA 255,05,86,255,178,158,158,158, 
150, 150, 158, 158, 158, 182, 182 , 10 2 , 10 2 , 10 
2,182,182,162,246 
70 REM 



HC 

U 72 REST DDE 74 : FOP F-I?7fifl TO 3 27 03 ; PEA 

D X ! POKE f j K: NEKT F 
MK 74 DATA 0 . 36 . 48 , 126 , 18? , 169 , 49 , lOZ , lflZ 

, 96, IB?, IB?, 126, ?9, 39,0 
NO 7ft RESTORE 70 5 FOR F- J27&4 TO 327991REA 

D H:PQKE F , K i HEHT F 
VH 70 DATA 6,24,36,24,49,192, 165,219,21?, 

165, 192 , 49, 7 4 , 36 ,24,8 
KB BB REM fUl 

EK B2 RESTORE 84 : FOR F-1&36 TO LOSO ; HFAD 

H : POKE F , K T NEKT F 
UD 84 DATA 72 , 169 , 14 , 141 , 18 , 212 , 14 1 , 23 , 26 

0 ,169 , 8 , 141, 24 , 2BO, 189 . 224 , 141 , 9 , 212 , 1 

94 ,64 

SO 66 AS - " [>M M M M M M M H HHHHHHHHHHHHHHHHHH6HH 
ttHHNHHHE" 

JG 88 B$=" FlIIIIIXXIIXIXIIIIIIIXIIIIIIIX 

IIIIIIIG" 
MB 98 ACM (HillX^ 

16 92 GRAPHICS B 5 POKE 16,64; POKE 53774,64 

:Po#CE 554,6;P0KE 769, BtPOKE 719,0;? "H 

"SPOKE 752, 1 : POKE 758,224 
FR ?3 POKE 39978, 6! POKE 34479, 6 ! POSITION 

12,3:? "PAGE 6 PRESENTS" 
IN 44 POSITION 6,5 i? "rad iflne" ; POSITION 

5,8;? "WriTTffii 6y Robert Stuart i?9l" 
HJ 45 POSITION 11,13!? "PRESS FIRE TO PLA 

V" 

PR 99 POKE 559, 62: FOR F=9 TO 14 STEP 8>2r 

POKE 70?, F : NEXT F 
UN 97 IF PEEK (6445 -ft THEM 94 
SR 48 PDKF 7/,0:qqro 97 

JU 99 FOR F = 14 TO 9 STEP -8 . 2 ! POKE 789, ft 
NEKT F 

168 rem rrrafWtf-re'H 

119 POKE 55?, 8 : FOR F- 19974 TO 3 9991 3 PO 
KE F , 4 ! NEKT Ft POKE 39971 , 68 : POKE 34442 
,132 

UP 115 FOR F -3 9993 TU 39996 : POKE F,Z:NE*T 
F 

ZD 128 POKE 82 , 0 : PQKF 70S p 14; POKE 719,0 
NC 125 POKE 756,140: POKE 752, 1 : POKE 5427? 
, 120 

QV 136 POKE 5 4 206 , 0 : POKE 546, 8 : POKE 54 9,1 
ZO?POKE 512, 166: POKE 513 , 6 : POKE 542B6, 
142:P9fCf 53277 * 3 : POKE 623,33 

DF 135 FOR F-1536 TO 15 4 3: POKE 1 , 6: NEH 1 F 

BB 148 5=l:H=3 :P=9tR=B 

JO 799 REM nBaMMm 

OZ 282 IF H=* THEN GOTO 766 

AH 284 IF S>6 THEN 966 

JM 286 POKE 55? , 8 ; GOSUB 5*1099 

UL 287 POSITION 2 r 29i? "ROOM ";S;» ■■ 

BG 200 POSITION 16,26:? "MEll *" 

OC 269 POSITION 31,293? "PODS B";Pj" " 

FK 219 POSITION 17,28i? "RADIATION 9**jRj" 



OD 

DO 



K9 212 POSITION 5,22!? "ftAD ZONE htf BQber 

i Stuart 1491" 
¥H 214 POKE 71B,1B3P0KE 799,6 :POKE 788,14 
! POKE 559,62 
21S REH 



Ha In loop 



continued 
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RADZONE 



UU 22ft ir PEEK (93 2 1=14 AMD Y<>8 AMP PEEK, f 

£-603)127 THEN GOSUB 2 
CU 222 IF PEEKCZ3-136 THEN £ft 
Ml £24 IE PEEKC632>=13 AND Y<>136 ANfr p£E 

KJZ+88J>127 f HF N GO > LIB 4 
BH 226 IF PEEK CZ1 -136 THEM 2ft 
CH 221 IF PEEK 1632J =ii ANO H<>56 AMD PEEK 

lE-2J>127 THEM G05UB 6 
Cll 23ft IF PEEKCZJ -136 THEM 2ft 

*** IT PEEIt«&J2J=7 6Hf> K<>192 AMD PEEK 

CZ+2J7127 THEM CO SUB 8 
DO 234 IF PEEKCZ>=136 THEM 20 
KB 250 IF ft>3 THEM POSITION 27, 20:7 Hi'* ■■ 
KU 266 IF H<Ift THEM POSITION 27, 20 E 7 "ft"; 
R ; ■ ■ 

UZ 270 RrB+UIF R>30 THEM SBfl 
UR 30ft POKE 77, ft : GOTO 215 

to soe rem TTFt m m mMJ^ 

YF Sift 605UB 10: FOR fO 10 STEP -4 i 5 

DUMB ft>F,4,F/15r50LIMl> 1 , F + IBB . 0 , F^IS : H 
E*(T F 

MC 520 FOR F=14 TO 0 STEP "2 J 50UMD 8,F«19 
B,i2,F!P0KE 704.FIP0KE 7 ft 5 , F : HEK1 F 

PU 530 SOUND e,e,0.8;5OUND i , « , Q , 0 : ft = 8 ; Mr 
M-l;P=OlFOP F=l TO 5ft : NEXT F 

MC S 4 B GOTO 200 

HP 600 REM a iliUlJiJttl 

« 610 GRAPHICS OtPOKE 16, 64: POKE 63774,6 
4 ; POKE 553,0:P0KE 1546,fl:P0KE 1541, ll : P 
OKE 70 9,0: POKE 710,0;? PQKE 752,1 

GA 620 POSITION 3,6;? "HELL DOME CLEVER D 
ICK ■ 11 ; POSITION 15, IB:? "PRESS Fl»E'*:PO 
KE 756, 224 ; POKE 559, 62 

HA 630 FOR F=B TO 14 STEP ft, 2: POKE 783 , F ! 
MEKT ¥ 

OU 640 IF PEEK t644*=0 THEM 668 
KL 656 POKE 77, ft: GOTO 64ft 

OL 66ft FOR F-14 TO 0 STEP -p.ZtPOKE 709, F 

I MEKT F : GOTO 79 
GU 760 REM ftra?mi 

CU 710 POKE 1540,0!P0KE 1541,6:G0T0 30 

PU lOOfl 7 ■■^■■:K = 136 ! y = 72JP0KE 82,0: POKE 7 

04,54:P0KE 705,50 
5R 1001 POKE 711,184: POKE 1540,K:P0KE 154 

l J YtZ=4ft3B2:P0SITT0M B,0 
CP Iftft2 7 AS 
ZO 1604 ? » J| 




DG 1096 ? 



o« 1008 ? - Jm$x$r.*y^mss.5y.sy^xlB$x$y.$-s. 
*kSk^k[Hk" 

ET 1010 ? ■■ JPH&'A"« 'A 
*■ A 1 A ' CHk 1 1 

09 1012 r ■» 




VH 1014 ? 



KM 1016 7 ' J$*$*IE$XlB5Xl 

SH 1619 7 " JA 1 * 1 

PH*' A ' FBK ' 
MM 1820 7 " II 



US 1022 7 



JG 1024 7 w 

CU 1826 7 " JBA'S'^IBA 
KC 1028 ? ■■ jBJMH Bmaj $ 



HF 10 3 0 ? 



OH 1832 ? " 




MR 1634 * « J 

ft'**** 
LH 1036 f 




CT 1036 ? 



DO 1040 f 0$ 
AO 165(3 RETURN 
00 1393 REM 
CO 2000 ? "IS": X = 5&rY = B: POKE 82, 6: POKE 79* 

,54tP0K£ 705,58 
£G 2061 POKE 7l£,80;P0KE 1548, H r POKE 1541 

, V : £~40042 : POSITION 0,8 
CO 260? 7 AS 
PZ £664 ? " 





EG 2806 7 11 J| 
YJ 2006 ? ■" J$K| 

KC 2610 7 ■■ J£<IBft'fB&'&<IE&'fB$-£' 

ms>;$xniK" 

JG 2614 ? ■' Jfti 

OH' ft'CEK" 

rh 79i6 ? » j$^^KPB^ngHa^.$xrcis^ 




PY 2018 7 ■■ J* ■ 

■a« a ft'fBK" 

GO 2620 7 



HF 2022 * ■■ 




FH 2824 7 " JflB?K$: 

MR 2026 ? ■■ JIBS 
A ' FfCft ' A' K" 

CZ 2828 ? " J«5KSXSKS>cr , 0$XS5ifIlS^IWS^[iJ$f'. 

MM 2939 * " 4fBft r fK9« ' A ' ZS2& ' IBA 1 !33X 1 

S-PHA'A-K" 
OG 2032 T ■■ JlB$/$Xt 

OA 2834 7 " 
A'^H*' A" K" 

FO 2036 ? ■■ J| 

PG 2036 ? " 

1>C 7(140 7 BS 
ftP 2056 RETURN 
WH 2999 REM 
RI 36O0 ? "K" : X = 88 ; V _ 56 : POKE 87 , 0 I POKE 7S 

4,54 i POKE 785,58 
15 3001 POKE 711, 128 2 POKE 1548 , H : POKE 1S4 

1,Y: 2=40290 i POSITION 0.0 
CR 3082 7 A$ 

HA 3886 7 





b« 3010 7 ■■ JfBA^IWlfiA'A- A-*)DB«-pBA^fB 

A'* 1 A'PBK" 
EL 3012 7 " J|B?K 

^^IBOBii" 
VZ 3014 T " JPSA 

A*PDDBK" 
ML 3816 7 K * 

EJ 3 610 ? " J 
* ' t23A ■ MK" 

yc 3020 ? ■■ jfB$ y.$y.$ 








, 
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RADZONE 




PI 3822 7 «■ 

ft'M 

JO 3024 7 

F5 3926 ? 

XU 3028 7 *« 

5L 30iU ? « 

WN JO 32 ? J|fi$XM£K^*$*fIlSKSKffiSK$K$X 

* 4 *'*'PBK» 

fiR * " j ^ ^mnjmjww%j ■:■ : 

mi *0 3« ? " J TiJMlJP TTTPTTT" ■ " ■' 



AO 5050 RETURN 

st Rem wjjjjj^i 

OP 4080 7 -is» : h-^C : ¥=55;PGKE 32, 6: POKE 78 

4,54:POK£ 785,58 
SJ 4884- POKE 711, 168: POKE ±S40,HtPOKE 154 

1 , V :Z-48282:P05ITIO* «,« 
£S 4B02 7 AS 
C2 4084 7 ■■ Jl 





BL 488b 7 ■' 



SR 4008 7 " J|fi$?rfK*K| 

GS 4018 7 " 4JBW&'* 1 

CA 4813 7 *» 

I it 4&14 7 11 JL 

ZK 4016 7 » J«$*W$*|M$K WUiJ Ha$*$*gX>g 

txMSKHBK'- 

OG 481ft ? JJB&-HQ&-PB&- 
ZB 4820 ? " JDls^flB^PODl 

HP 4822 ? " ■ IE& 

*'IB£W _____ 

HO 4824 7 » JB^mBB^^n$K$^j^i^ 

«kb 1$k— 

<*Z 4828 ? ■■ JK^'!DWBfi^*IB^^.V^X 

MR 4B Z8 ? ■■ JfB^SKSKSXl 
HJK>- 

UK 4838 7 ** 

TO 4032 7 " Jl~ft K t3C*K * K~S X S XWC ', 







■ — 



PE 4848 7 R$ 
AC 4858 HE TURK 
$U 4 599 RE n 
TP 5698 7 : K = 168 : V = 56 : POKE 82 , 0 : POKE 7 

B4,54:P0KE 705,58 
PQ 5801 POKE 711, 24 : POKE 1 548, X ! POKE 1541 

, VI Z -40310 : POSITION 0,0 
CT 5882 7 AS 

K'IBBUk" ^uuuu 

OG 5888 7 ■* J$3$X[~ £XfB$K5^PK><£x£xflHF_SK 



GL SOlO 7 » 
PD 5012 7 ■■ Jl 




DG 5828 7 " J$K$i^ — £X 
/[> 5030 ? ■■ ' 3 'f - A ■ 

*■ *■ a-rbk" 

YR S0J2 ? ■■ J$X£ 
CB 5034 7 '■ J*'<* 

SL 5036 7 » 



RN 5 938 7' » 





DF 5040 7 B$ 
AS SftSft RETURN 
TL 5*95 REM 
KO 6688 7 "N"J X = 12«iY-S:P0KE 02 , O: POKE 7* 

4 , 54 t POKE 785, 56 
JI 6881 POKf 71 I 7 56:P0KL 154ft. X; POKE 1541 

,Y:Z=40050; POSITION 0 H 0 
CU 6802 ? A$ 



DF 6004 7 " J$ 





JP 6886 7 " l£ '| 

PJ ftftOO ? « JRJ 

$x~ 3k" 

80 6818 7 - JIDE& ' A ' J 

& 't2JA 

NM 6012 ? JPBSXS) 

S*J_5*;— K" 

T^ 6014 ? " JIB* 1 * 1 

OV 6810 7 " JlDBSU^ ' * 

4 'IABDK M 

UR 6020 7 " JSXlB$XlB$^$K|BS) 

bp 6022 ? " j«-na& p M«'£ i PciA- 
lh &gz4 ? j$y.fK9BB$xfasi$y.m$y$y>$x$y>m 

yp 6826 7 ■■ j&-mBE«*HB33* I ffi«'&» A» A'fC 

□ b es70 7 jS^^IBBG^^Ss^IBBB^ 

ha 6030 f » Jl'HcnWt'lBS'lBM 1 
MB 4 1 4 1 ^Hk ' 1 

MU &03 2 7 ' j$'/PB$K$K$K$^$^$KPH$XM$K|BS^ 

KI 6834 7 » J& 1 PBA** , * 1 *'*'a , IM* , IBJl'l 
PEA' *'NJBk" 



TC 603 8 ? •* Jt* 

mRESttK ,p 

DG 6040 7 8$ 
AT 5050 RET lift if 
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IPSTER 





ell this is a new issue and a new bout of the 
wickedly freshest tips and hints for all of 
tftose games that you're stuck on. 
WeU what have we got for you? What haven't 
we got! We've got the complete solution to LORDS OF 
TIME (perluips if you ttppers get your skates on and 
send ine a solution and maps to PRICE OFMAJIK we 
could complete the Time and Mq/fJc series within three 
issues!). We have for your delectation and delight the 
maps to levels 1.2 and 3 of RUFF AND REDDY AND THE 
GREAT SPACE ADVENTURE (Vm sure they make up 
such long tithes to make us writers litxts hell!) and much 
more liesides. 

Right let me show you around my little emporium of 
delights fafc.a. The Little Shop of Horrors}. 

BOUNTY PERFICK! 

From the pcrfiefc hop country of Ashford Kent cumus li BCH.N1 Y 
BOB STRIKES BACK tip from S- Young. In Hie game you start 
off wiih only tliree lives and i\ bonus life Lit 20XXH) points. But if you press 
ihe OPTION key then you have four lives instead of three and you get a 
bonus Life at LOgOQO points instead of 20,000, 



FRUIT 



The next tip is- from Mr. T. Jones of Gillingham 
who's been busy extracting ofeacOK amounts of 
IMI^KIN' money from ARCADE 1 ! FRUIT 
M ll^IYll T MACHINK by Zeppelin. He stumbled across 
a good cheat by accident. He's found thai if you wanted a "HOLD" or 
"OPTION HOLD" then press SELECT to go to the menu then press 
START. Keep on doing this until you either get HOLDS, SUPER HOLDS 
ur OPTION HOLDS, sometimes this works but sometimes it doesn't bin 

of the time il will, even on winning reels, so have a go and become a 
millionaire almost!! 



AND THE WINNER IS 



Trust the crazy Tipster to award this I mug 'a prize to 
someone from overseas! 

The HAND HELD COLOUR TV It winding 
its way over to H.W. Schorsy of The Netherlands. I've rvo idee 
whether It will work over there, It probably only plcka up 
BBC and Mr. Schorsy will have to wander around holding his 
TV with a 30 foot high aerial sticking out of his rucksack! 
This issue, due to the Editor' a severe brain fade and inability 

to think of something exotic, we are back to 

YOUR CHOICE OF SOFTWARE 
UP TO £35 UP VALUE 
so get them tip, hints, cheats, maps and cookies for The 
Tipsier heading this way. 



BUSTING OUT 
ALL OVER! 



JUST FOR YOU KATIE! 

In response to a plea by a very nine young lady. Katie Crook, 
who asked for help on MINER 2049*ei\ I am going to 
re print a way to start on any level. Start the game and then 
find a 'safe 1 place on screen and type in the following: 
2l3(space)7«2(space)6861 then press SHIFT and 1 to 0, 
l=level 1, 0=level 10, Easy isn"t It, [ have included this tip 
because It seems that Katie can get further than 1 ran without 
the password and so usUig this Up should make her a better 
games player. 

KICK OFF! 

O.K. now that the football season is over 
people start playing computer soccer and 
from Kevin Smith of Swan ley comes a few 
tips for KICK OFF players. 
The best tactics are either 4-4-2 or 
4-3-4. When the opposition goalie picks 
the bail up, keep yourself just inside the 
area and exactly opposite the goalie. When 
he kicks the ball out it will bounce into your 
path and you'll get a free shot. 

From deepest Dorset comes another 
nice tip tor KICK OFF from Alastair VjJF 
Mooney. When playing the game against 
the computer pressing SELECT will quit the 
game. So if you press the SELECT key when you are in the 
lead it will take that score as the final score and you will have 
won! Alastair also recommends that you go to Diablos as the 
second tevel in ZYBEX as there are plenty of lives within 
easy reach of the start. I would agree with him whole- 
heartedly as this level has got me out of many sticky 
situations in my time playing this game. 




A COUPLE OF QUICK 'UNS 

Ghosthunter G. Goldsworth of Bridgend, Mid. Glamor- 
gan has found a way of advancing to level 14 in 
SPOOKY CASTLE, You simply press Control J and 
you are advanced to level 14 and then you can finish the 
game. Also if you keep pressing J down then you can go 
to other screens in the game. 

CALIFORNIAN RUNnlng is that much easier 
thanx to Steven Head of Wlllenhall, Choose the Ferrari 
and reach about 65-70 mph then all you have to do is 
move left and right This should make it much easier to 
complete the various stages. 
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JLords Of 'Time 



Right grab your sword, backpack and torch and venture with me and H.W. Schorsy of The Netherlands into the mythical 
past and exciting future oj f The hinds of The L*?rds Of Time. As per usual I've typed the solution in backwards so that DAOL 
KSID = LOAD DISK 

By the way this solution will work on the ST and 8 -hit ax does last issues Red Moon solution. 



PERIOD 1 : THE PRESENT 

KOOL EREHW EHT HSALF EM AC HORF - EKAT SSALGR JOH - EKAT 
ERUTCIP - MAKE ERUTCIP - N - EKAT XOBHCTAM - EKAT ELDNAC - 
DNIW KCOLC - Nl - PORD GNIHTYREVE - NRUT GOC 1 ■ HSUP MULUD- 
NEP - TUO - W ■ W * NEPO ROOD - HETNE ■ EKAT RAEPS - PU - N - 
EKAT KCAPKCAB - RAEW Tl - EKAT EPOR - HCRAES EUP - EKAT 
HENEPO -S W EKAT ESAC E - D W EKAT EMONORTEM EKAT 
GNIKOOL SSALG - E - S - NEPO DRAOBFUC - EKAT DOOFTAC - N - 
NEPO ROOD - TUO -E- E-N- N- EKAT KCIP - EKAT SKNALP -S-S- 
NEPO ROOD - S - PORD E$AC; - PORD OOOFTAC - PORD R E NEPO 
PORD RAEPS - PORD EMONORTEM - HSUP MULUDNEP - TUO - W - W - 
W - NEPO ROOD -WW- NEPO ROOD - W - W - PU - N - EIT KSNALP - 
PORD SKNALP REVO NAERTS - W - EVIG GNIKOOL SSALG - E - EKAT 
KNALP - S - PU - E - WS - EKAT SYEK HTIW ENOTSEDOL - NEPO ROOD 

- Nl ■ EKAT EXA - EKAT LEVOHS - NEPO ROOD - TUO - E - E - E - 
HCRAES EHCSROP - EKAT NACLORTEP - D - PORD GNIHTYREVE - 
EKAT EXA - HSUP MULUDNEP - TUO - W - W - NEPO ROOD - RETNE - W 

- NEPO ROOD - TUO - WN -EKAT NAIRELAV - ES - W - PU - S - EVAW 
NAIRELAV AT WOLLIW - TUC WOLLIW - EKAT PORDRAET - M - PU - E ~ 
NEPO ROOD - Nl - E - NEPO ROOD - E- E- E- NEPO ROOD ■ S ■ PORD 
GNIHTYREVE ■ EKAT LEVOHS - HSUP MULUDNEP - TUG W - W - NEPO 
ROOD - W - NEPO ROOD - TUO - WS - E ■ E - ENIMAXE PAEH - HCRAES 
PAEH - TAE MOORHSUM - KOOL -ED 

PERIOD 2 : ICE AGE 

CARRY WITH YOU DURING THIS PERIOD: XOBHCTAM - NACLORTEP - 
KCASKCUR- ELDNAC 

NRUT GOC 2 - HSUP MULUDNEP - TUO - N - N - N - THGIL HCTAM - 
THGIL ELDNAC - YTPME MAC - THGIL EHT LOHTEP HTIW ELDNAC - 
KOOL DNUORA - EKAT KSUT - EKAT TAOC - Tl RAEW - S - S- S - NEPO 
ROOD - S - PORD TUSK - EKAT RAEPS - EKAT RENEPO - EKAT NIT - 
NEPO NIT - PORD RENEPO ■ NRUT GOC 2 - HSUP MULUDNEP - TUO - 
FN - PU PU - PU - Nl EVIG DOOFTAC - EKAT HTOOT ■ OUT . D - D - D - 
WS - S - S - NEPO ROOD - S - PORD GNIHTYREVE - EKAT HTOOT - 
NRUT GOC 1 - HSUP MULUDNEP - TUO - W - W - NEPO ROOD - Nl - W - 
NEPO ROOD - TUO - WS ~ E - E - EVIG HTOOT'- ON - SEY -ED- PORD 
NIOC - EKAT KCIP - NRUT GOC 2 - HSUP MULUDNEP - TUO - EN - PU - 
PU ■ EKAT ENOB - PU - Nl * S - TUOHS OT ELCICl - EKAT ELCICI - N - L - 
EE- EVIG ENOB ■ E - TIH LLAW - S ■ EKAT ARB ALE DM AC - N - W - S - 
PORD ELCICI - WH - WN - TIH EBUC - ES - ES - N - N - W - TUO - D - D - D 

- WS ■ S - S - NEPO ROOD - S 

PERIOD 3 : STONE AGE 

Carry with you this period: raeps - ylfehif - raew kcask- 

CUR 

NRUT GOC 3 - HSUP MULUDNEP - TUO E-E-W-W-W-W-W- 
EK AT RORRIM - EKAT SEVAEL - EVIG SEVAEL TO OTNORB - EVAW 
RORRIM OT OTNORB - S - E - PU - PU - Nl - PORD RORRIM TXEN OT 
NEMEVAC - N - EKAT GGE - EN - EKAT BULC - WS -NSW- EKAT 
E LB SEP - S - EKAT TOP - N - E - ES - E - WORHT ELBBEP OT 
NOTELEKS - EKAT ELBBEP - ES - WORHT BULC OT NAMEVAC - S - YAS 
AKERUE - Nl - YAS SEMAJ TTAW - Nl - EKAT LEEHW - D 

PERIOD 4: VIKING ERA 

CARRY WITH YOU THiS PERIOD: YLFERIF - TAOC - LEVOHS ■ 
TELTNUAG 

NRUT GOC A - HSUP MULUDNEP TUO N - EVIG TAOC OT DRAUG - S 

- ES - ES - ES - Nl * EN - E - GID ■ GID - DAER TNEMHCRAP ■ W - WS - 
HSUP - ENOTS - W - W - W - W - PU - PU - E - NEPO TSCHC - YALP HUL ■ 
Nl - EKAT {WHATEVER OBJECT WAS STOLEN) - LLUP ELDNAH 

PERIOD 5: MIDDLE AGES 

CARRY WITH YOU THIS PERIOD: LEVOHS ^ DROWS - TEGGUN - 
YLFERIF 

WEAR: KCASKCUR 

NRUT GOC 5 HSUP MULUDNEP - TUO - N - DAER ENOTSELlM - EKAT 
ENOTSELIM - E - NEPO ROOD - Nl ■ EVIG TEGGUN OT REDNETRAB - 
EKAT EL A - NEPO ROOD - TUO - E - E - E - EVIG ELA OT REGNESSEM - 
W - W - W - EN - E - E - E- EVIG DOOF OT NOG AH D - SEY - EKAT WING - 



SSIK GOHF - EVIG DROWS OT ECNIRP - S - Nl EKAT TELTNUAG - 
RAEW Tl - ES - W - EKAT RUOMRA - RAEW T1-5-W-W-W-D-D- 
GID - GID - EKAT REFFOC - GID 

PERIOD 6: TUDOR ERA 

CARRY WITH YOU THIS PERIOD: KCASKCUR - YLFERIF - TELTNUAG 

NRUT GOC 6 - HSUP MULUDNEP - TUO -NWS- EKAT NROH ■ EKAT 
STAEMTEEWS - N- E-E-S- EKAT LLEB - GNIR LLEB - PORD LLFR - 
EKAT SDRAC - ELFFUHS SDRAC - PORD SDRAC - EKAT REKOJ - EVIG 
REKQJ OT RETSEJ - N - W - PU - PU ■ PU - W - S - EKAT GUR - S - EVIG 
STAEMTEEWS OT EHT SGOD - NEPO NAMOTTO - HCRAES MANOTTO - 
EKAT NWORC - N- N- E- E- SS^ EKAT ETUL -N-N-W-D- YALP 
ETUI -E-W-S-E-S-D- KNIRD RETAW - LLIF NROH HTIW RETAW - 
N 

PERIOD 7: FUTURE 

CARRY WITH YOU THIS PERIOD: KCASKCUR - YLFEHIF - NIOC 
WEAR: TELTNUAG 

NRUT GOC 7 ■ HSUP MULUDNEP - TUO - W - W - YAP NIOC - E - N - PU 

- PU -TEG RATS - D- D- S- E- E- N- N- NEPO ROOD - N - W - EKAT 
DLAREME -E-N - EKAT SSEHTTAM ■ EKAT TEKCOR - S - NEPO ROOD - 
SS-S-E O-S-E- EKAT EHBAS - W - S - NEPO ROOD - W - EKAT 
SSALG LAIHP - NEPO ROOD EHIF TEKCOR - Nl - YAP TAQRG - Nl - 0 - 
TEG YBUR PU - TUO - N - E - THGIF NAMREBYC HTIW ERBASTHGIL-E 

- HCRAES HCNEBKROW - EKAT REVIROWERCS - W - NEPO ROOD - 
KOOL Nl TOBOR - EKAT PIHC - S - Nl -D-D 

PERIOD 8: ROMAN TIMES 

CARRY WITH YOU THIS PERIOD: NROH - YLFERIF - KCASKCUR 
WEAR: TELTNUAG 

NRUT GOC 6 - HSUP MULUDNEP - TUO - N - N - N - N - EKAT ELKCUB - 
S - S - S - W - Nl ■ LEENK - YARP - RAEW SLAONAS - E - E - EN - E ■ Ml 
-TEG TEN - TEG TNEDIRT - TUO - W - WS - S - S - Nl - WORHT TEN OT 
NCHL - WORHT TNEDIHT OT TEN - EKAT ELKCUB - NEPO ROOD -EE 
N - EN - EN EN S - KNIRD RETAW - LLUP ETARG ■ N - LLIF NROH 
HTIW RETAW - S - S - S- W - KNIRD RETAW - W- W-S 

PERIOD 9: THE FAR FUTURE 

CARRY WITH YOU THIS PERIOD: YLFERIF - LEVOHS - ELlVO HCNARB 
NEDLOG ELKCUB - RETSEJ PAC - NOCILI5 PIHC ■ A DNOMAID POR- 
DRAET - YHOVI KSUT ■ SNOGARD GNIW - GGE RAUSONID - ENOTSELIM 

- SYEK 

WEAR; KCASKCUR 

NRUT GOC 9 - HSUP MULUDNEP - TUO - S - PORD ENOTSELIM 5 - S - 
S - D - W - S - GID ELTTOB - TEG ELTTOB ■ N - E - S - NEPO SEGAC - S - 
NEPO SRAB - TEG EYE - N - EN - E - Nl - D - O • PORD ELTTOB - E - E- 
PU - PU ■ PU - EKAT KAOLC - NEPO ROOD - PU - RAEW KAOLC - E - 
(SEE BELOW BUT BEFORE YOU DO RAM SAVE YOUR POSITION SO 
THAT YOU CAN COME BACK OVER AND OVER AGAIN IF YOUR KILLED) 

PORD EVILO HCNARB OTNI NORDLUAC 

PORD YROVI KSUT OTNI NORDLUAC 

PORD DNOMAID PORDRAET OTNI NORDLUAC 

PORD NOCILIS PIHC OTNT NORDLUAC 

PORD NEDLOG ELKCUB OTNI NORDLUAC 

PORD UVE EYE OTNI NORDLUAC 

PORD RETSEJ PAC OTNI NORDLUAC 

PORD NOGARD GNIW OTNI NORDLUAC 

SNOIT ALU T A RGNOC UOY EVAH TSUJ OETELPMOC SDROL FO EMIT 



If you would tike the maps to Lords of Time then send an 
SA.E. or international Rapty coupons if you are overseas to:- 

LORDS OF TIME MAPS 
c.o 8, BYRON DRIVE 
NEWPORT PAGNELL 
BUCKS 
MK16 8DX 

and your m&ps will be sent to you post haste. (Joke, get it?) 
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COME OS 
THE GIRLS! 

At last a tip 
written by 
young lady 
called Sue 
Donym of 
Ga mesley (apt 
name?), Glos- 
sap. She says 
that if you 
want some 
more more 
money in LAS 
VEGAS CASI- 
NO then press 
HELP. 





g ve l 






rulj 



1 *>tf.t tjir-^ finact/rt/. 
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QUICK E's 



Once again lor the second issue funning BASIL THE GREAT 
MOUSE DETECTIVE gels the expose treatment from non-other 
than Chris Day of Isaacs from down-under. He provide* us with alt the 
items that are needed to get to the other levels and some general hints 
on playing the game. Right grab your deer stalker and lets go! 

Remember the shops haw both front and back doors! Use the traps 
where you can t jump over the baddies. It helps If you can find the secret 
room on level 3, 

Level 1: DAGGER, GUN. CIGAR, FLOWERS AND KEY 

Level 2: BONE, HAT, CARD, TOOTH AND FRUIT 

Level 3: LETTERS, PADLOCK, CANDLE. CIGAR AND FLOWERS 

James Burnett of Ayrshire brings us a smattering of tips for four 
popular games. 

First oft fs PERISCOPE UP In which when you start off you are 
vttdwmzWe (does that word actueiiy exist?) when flashing and so you 
can go straight through the wail 

Thundering round the track at 160 mph on the straights and taking the 
bends at T70 mph in SPEED ACE is what Jamie recommends^ Oh 
yeah if you keep on the inside on the bands that also helps. 

Go to the bottom of the screen and blast oniy the bad guys that come 
to your fevei in the EXTIRPATOR. 

Grab your pyjamas and cord and kick your way Into CHOP SUEY 
from Ali Aftab of Slough. II you start off with a flying kick and then use 
the punch as often as possible then you win much easier. 

Take Ali's tip for WORLD SOCCER, young man. and have only 
one midfield player as you can then concentrate all your attention on 
attack and defence. The SCOUT will say that you have a terrible midfield 
but over the seasons It will get better to that of average or good 

From Basingstoke James Hunkin says that to gain the maximum num- 
ber of points on the boufder stage of JUNGLE HUNT you have to 
keep in the middle of the screen as if you stay at the side you won t 
get any points tor jumping she boulders! 



RUFF AND REDDY IN THE 
GREAT SPACE ADVENTURE 
mapped t»y Steven Head 



! 



S0S....S0S....S0S....S0S 

Andrew Klcanthau* is pulling his hair out trying to figure out 
SNOWBALL from Level 9. He i& stuck because he keeps getting 
shot by a laser beam after climbing Jacobs ladder He ihinks he needs to 
find a portable laser but he's not sure. So dig out your maps and solutions 
and get writing. 

Henry Know tea of Tonbridge Kent asks about CLOAK OF 
DEATH. To this 1 can say thai if you look in issue 38 and 39 you will 
find the full and complete solution, ] have to say ihis because otherwise I 
would be printing the same sluff over and over again because I get at least 
two'letters an issue asking about this adventure! I may be a conscientiously 
green person but re-cycling tips isn't for me! If you haven't got a copy of 
the mentioned issues then there are still copies available. Details are 
elsewhere in this issue. 

Even though H.W. Schorsy has sent us a huge amount of help with Lords 
of Time he needs help as well on ENCHANTKR He is stuck after 
only a few moves when he gets to a location which says '"The ground here 

is higher than to the South and then can"t gel any further. Any 

idiu ? 

Kevin Smith wants to know if ihere is any way of beating the world 
champion boxer in KING OF THE RING , If so, what training 
and between round comments have to be used. He also wants to know if 
[here is a cheat for DOMAIN OF THE 1JEAD. 

One last thing before I go, and that is please don't send me any more 
Transdisk information as I have compiled a table of some 309 different 
games that is available to registered Transdisk users. When I do an update 
► to thi* V 11 ask for your invaluable help once again. 

Sn until the next time our paths cross and I'll once again pick Up the 
gauntlet to battle by your side through the adversities of the latest mind 
numbing problems, 

{ it >t M lot H lOOt ) OOOOOH I) I ) I ) I >l >B K Bit BIS B Y Y Y V Y V V V EEEK KK K '. 11 

Send your hints, tips, maps, cheats etc. to 
THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 

Stafford 

STlfi liJR 
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HOW TO GET NEW ATARI USER 



FROM THE 
NEWSAGENTS 

FROM ISSUE 52 YOU MUST PLACE 
A REGULAR ORDER - JUST POP IN TO 
ANY NEWSAGENTS AND ASK THEM TO 
RESERVE A COPY FOR YOU EACH ISSUE 



SUBSCRIPTION 

For your copy of the ONLY magazine to support the 
ATARI XL/XK and the one thill £ives I he alternative 
viewpoint on the ST subscribe NOW! 

A six issue subscription is available for the special 
price of just £10 in the UK, This not only saves you 
money but ensures that you never miss a copy 

OVKRSKAS RATES: EUROPE £15.00 
ELSEWHERE £21,00 by AIRMAIL or £15.00 by Surface 



OVERSEAS 

THE MAGAZINE WILL NO LONGER 
BE AVAILABLE THROUGH THE 
NEWS TRADE - YOU MUST SUBSCRIBE 
TO OBTAIN A COPY 
SEE SUBSCRIPTION FORM BELOW 



DISK SUBSCRIPTION 
SPECIAL OFFER 



Subscribe NOW for the Magazine and Disk at the 
normal UK price of £25.00 and receive the fallowing 

FREE OF CHARGE* 

NIBBLER - A GREAT PACMAN TYPE GAME 
T1MEWISE - TO KEEP YOUR RECORDS 
HOME FILING MANAGER/THE PAY OFF 

That's ri R ht! Receive ALL THREE of these 
ABSOLUTELY FREE if you subscribe at the regular 
UK price of £25 for Six issues with Disk 

■ ofTtr not avaMaWt oversets and subject lo availablht} of tfacfc (m km plonU !f 



TELEPHONE SUBSCRIPTION 

Simply phone us on 0785 213923 
quoting your credit card number 
for your subscription to commence 
with the next issue 



YES 



I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue* 



* Insert commencing Issue number 

Name 

Address EH I enclose Cheque/Postal Order for £ 

PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 



. . . . 



| | I wish to pay by Access, Visa.M a sterCard/Eurocard 
Card No: 

□ ORDINARY SUBSCRIPTION " " " " 

Elsewhere Surface £15.00 Elsewhere Air £21 .00 Expiry date: □□ □ □ 

DISK SUBSCRIPTION* UK £25.00 Europe £32.00 

Elsewhere £42 00 Please debit m Y c red ft card with the amount shown above 

"PLEASE SEND ME FREE OF CHARGE THE 3 ITEMS MENTIONED ABOVE Signature 

POST TO: R/XGE e, P.O. BOX 54, STAFFORD, ST16 1 DR 

You don't have to cut the magazine - photocopy this form, write a tetter or just phone your subscription 



contact... contact... contact... contact 



r 



FOR SALE 



XL SYSTEM: 300XL XF5ST dnve, 
tape deck, all in e*ceWern condi- 
tion Many games on 1ape and 
disk. disks and box. joysticks and 
manual £1 75 o n o Tel. 0923 
(Watlordf670S4l. Buyer collects. 

XE SYSTEM: X£ VGS, XC I 2 dala 
recorder, 1 029 printer. 37 cassette 
games. 3 cartridge, light gun. \oys 
lick, two books maps manuals. 
NO SPLITS C1SQ O.n o Contact 
A. Gilbey, 1 , East brook Avartoe. 
Dagenham, Essex, HM10 7UL, 
Buyei collects o< pays postage. 

BOO SV5TEM: 800, Commodore 
1701 colour inonno*. 1 050*3* 
dnve with Happy backup lifted. 
XC1 2 data recorder, an leads. 
PSU's etc. paddles mags. 350 
Asks. VaiFwin. 3 game ROMs. 3 
language ROMs, lolsa bocks inc. 
Mapf>:ty| Ihe Aianplus 130XE. 
faulty keyboard. otherwise okay, 
OFFERS? Phone Bnghtan 10273) 
553443 1or details. 

XE SVSTEMl XE F.ys-lfiTi and cas- 
sette drive with over £70 worth ol 
games inc. FS2 | ROM) and others 
plus jcyslicks and green monitor 
;no sound) and some New AEan 
Use* mags. Sell for £120 o.n.o. 
Phone Richard before 6pm am 081 
441 266$. Edgwere. Middx. area- 
XL SYSTEM: aOOXL, 1000 otak 
dnve, lO'-Q cassette, Centronics 
irlerlace, all leads, manuals, joys 
tick and ever £600 ol original quaii 
ly software and books. C230 ovno. 
Wi* not Split. Tel (Bucks) 0&2B 
4B4$U 

SELL'SWAF: STFM 1 Meg Tam. 1 
Meg drive. 65 disks m box fganttS. 
PD, uliliiies). mouse mat, £330 
WAG nr swap for 600XL or 130XE, 
disk drive (Fitted with US Double^, 
cassette recorder, games, uliliiies. 
mags, also Trarsoisk All must be 
in good condition. Ring Mike on 
(07B6) 714636 .iPenkridge. Staffs) 
alter 6pm. 

XL SYSTEM: 600XL with Phone- 
mark Datacorder. joysticks, all 
leads and manuals, ence«eni con- 
dition wr|h over £200 ol original 
software, £30 plus PAP Also Mer- 
cenary t Second Crry E4, Slave 
Adventure Creator E7. Computers 
Second Machine Language book 
£6, Basic Rev. C ino lock up! car- 
Iridge £4. Machine Code Tula* 
napes) £6. Phone David 031 337 
1641. 

XL SYSTEM; 90OXL. 1050 disk 
drrve and KM 0 tape recorder plus 
1S disks. FQ tapes and 5 car- 
tridges, TransdteK IV 800XL works 
OK but needs, slight ahent on. 
hence £60 only. Phone Paul on 
071 323 5726 7.30 am to 4 pm 
Ivton - Fri only. 

SIRIUS COMPUTER: For sale Or 
exchange for Atari aOO.'ST Soft/ 
Hardware - Sinus twin disk, drive 
computer wnh integral green 
screen monitor and some sortware 
inc. Wordstar. Contact Barna on 
Wisbech, Camto. (0945) 360346 



PRINTER: 1027 Letter Quality 
printer plus AtariWMer software. 

Tel. 0636. 79850 <Newark 
Notts.) . 

XE SYSTEM: 65XE. XCl2data- 
corde', joystick., £70 worth of 
games, all manuals and leads, ail 
complete. 35 games, an m e*cet- 
lenl condition £95 o.n o Tel. 
(07951 875343 after 4pm 

DAISY WHEEL PRINTER; Ricoh 
1600S, lest excellent prim . Wide 
carnage, RS232 but complete with 
Atari interlace with addrrional Cen- 
lronics output £95. Tel. 10625) 
420782. 

800 S XL SYSTEM: SOQ <48k) and 
BOOXLwUh 1050 disk drive, 410 
and 1010 dala recorders, all with 
duSI covers. Touch tablet, two 
trackballs. loysticKand speech 
synthesiser, all w>th correct cables 
and manuals, hundreds of games 
and utilities on ROM, disk and 
lape. Various manuals and aJ I edi- 
tions of PAGE 6 and ATARI USER 
1rom Issue 1 and disks Irom Issue 
35 onwards All rferns in excellent 
condition. Would preler not to Split, 
buyer collects or pays postage. 
£400 ono. Phone Gary on 091 454 
3257 any lime. 

XL SYSTEM: 5COXI o>r»rin:e'. 
1010 dala mco'der. 1 DhO disk 
drive, all in good condilion. joys- 
tick. Over 550 games, uiiunes etc 
Loads ol uselut magazines and 
books. All manuals and cables. 
Will sell everything lor £250. Buyer 
must colled or pay for postage. 
Tel. (081 i 851 6642 alter 5 pm on 
weekdays, ask lor Mulame Musi 
sell everything I 1 

XE SYSTEM: 65XE and XC12 
cassette recorder with buiH-m high 
speed converter. Atar< 1027 LQ 
primer wrth ink rollers (boxed). 
Atariwnler on cassette and £70 
worth o4 software. joySUt*., al 
leads and manuals, lew mags, AH 
in immaculate condition. tZOO or 
will swap 1or Atari 520ST and I will 
add up to £60. T et. (0233) 628 m 
Or wnle to Mr Young, St. Helens, 
Mill Hi«, Kingsnorth. A&hfcrd, Kent, 
TN23 3EP 

aoaXL SYSTEM: Atan 800XL with 
I disk d.-we. all manual c mii 
leads. Boxed as original and m Nrs1 
class condition. £130 Tel Mark 
051 339 9227 alter 7pm. 

XL SYSTEM: BOOXL with 1050 
disk drive. 850 interlace. XCl 1 re- 
corder and Shinwa CPSO 9 pin 
pnnter (p*us 3 new nhbons), all 
boxed and wrth all manuals 
together with a range of sollwa-i: 
wtMcn includes Superscript. Mini 
Office ll. Solo Flight and tars of 
Other uliliiies and games. Sal all 
for £185 ono. Tel. Bristol (027&) 
057616. 

XL SYSTEM: 800XL complete with 
1010 cassette, toads etc period 
order. £55. Tel. 0372 453733 

UPGRADE: Memory expansion 1or 
6D0XL from 16k up to 64K. This 
cartridge for £25. Wnte 10 Arnold 
Bonlsema, Wibenaheerd 366. 
9736 ND, Oornngen. Holland 



VIDEO CAMERA: Hilachi HV-720 
wrth lens CCTV surveillance lype. 
BW 600 lines resolution, standard 
composite video output. 240v 
mains, immaculate picture l as 
newt, ideal 1or digitiser. £60. Tel. 
PCI 708 0455 alter 7.30pm 

65XE SYSTEM: S5XE computer. 
XC12 data recorder, over 50 
games, joystick and some maga 
imes Only £«□ Tel. 051 531 
049? Merseyside 

MAGS S GAMES PAGE 6 nos. 
20-20, mint condrUon and 13<?XE 
machme code book plus 50 -c ori- 
gnii.il ■;. i r.\f. games offers 
Simon Browntee, 9 Canterbury 
Road, Farnborough, Hants 

XL SYSTEM; 9O0XL. 1010 recor- 
der, books, manuals, leads, joys- 
tick and over £130 worth ol soft- 
ware. every1h'.ng in good oondilion. 
Only £135 O fi C buyer must col- 
lect. Write 10 Mr. D. Rot hod. 22, 
Nuvcn Street Preslon. Lanes. PRl 
4RB 

XE SYSTEM: 130XE. 1050 disk 
drfve. new and hardly used XC12. 
small amount ot games software. 
£150. Tel Hatfax 350642 

BOO SYSTEM: 000 with 410 data- 
corder. Atari 1027 printer and ten 
original cassette games One key 
on datacorder needs alienllon bul 
machine works well. Buyer collects 
or pays postage. All [Of £75 or will 
separale. Tel. (0570| 423387 any 
lime or write to A t. Morns, Coed 
Ceirios. Forest Road. Lampeter, 
Dyfed. SA4& 8AN 



WANTED 



MANUAL: Manual for 1050 disk 
drive or phntocDpy. Wil pay post- 
age. Trevor Bakewell. 3 Northville 
Court. St. Annes. Motftngham. 
NC3 4 HZ 

ANTIC: Can anyone help me ac- 
quire the Antic Music Processor 
and the AMfi File Translator prog 
rams which appeared as bonus 
proo/ams on the December 19B8 
Antic magazine disk? Also the 
Anlic Music Processor, version 2 0 
which was a disk bonus on 1he 
June 1989 Anlic magazine »Sk 
Please write to Len Lawson, 100 
Barons Road Bury St. Edmunds. 
Sufl[*,lP33 2LY 

FLIGHT SIMS: Does anybody 
have a copy 01 Inliltralor 1or saJe 
1or ihe Atari 800XL preferably on 
disk. Any other Hight simulation 
programs also wanted. Phone 071 
242 6404 ask 1of T. Vrtate 

MANUALS: Wanled by newcomer 
to XL'XE. user manuals lor 
8O0XL.XE. disk drive 105Q. Any 
inslruclions 1or DOS and Transdisk 
IV. Please write to BM, 15. Edin- 
burgh Place. Leeds.. LSI? 3-RO or 
phone 796853 

WANTED: A DOS 2.5 disk with 
manuals, also a xci 2 data recor- 
der >n workup order Write to 
Jason L Hibben B4 Cheques 
Close, Pontefract. West Yorkshire. 
WF8 2TE 



OBSCURE SOFTWARE 7r I am 

looking tor the following B-bit titles: 
Cloak and Dagger (based on 1he 
movie.t. Bounty Bob Strikes Back 
and Tycoon. I am willmg to pay lop 
prices lor these lilies Please con- 
tact Sean LaBreoque, 2750 S, 
Durango 1075-36. Las Vegas, NV 
89117. U.S.A. 

NEWSROOM: Flas anyone got 
volumes l . 2 and 3 Newsroom clip 
art disks for sale? Phone or wrfle 
to Les Taylor. 99 Bred on Road, 
StoubrMgt, West Mdlands. DVB 
4LA Tel. 0384 379675 

BOUNDER: Help 1 Mas anyone got 
a photocopy listing of an old Basic 
game called Bounder. This was In 
a very early issue ol Atari User 
and I believe the programmer s 
name was Waddilove. II anyone 
out there has ibis the please con- 
tact me on 001 778 70&0 after 
7pm. (Tim). I will gladly pay up 1o 
£5 lor this listing. 

BRiK BAT: Br.k Bat with Construc- 
tor on disk Or cassette in exchange 
tor any 1wr> issues of Atari User or 
£2 50 cash. Also Ihe hoc* Soft- 
ware For Your Alari XL 10 swap for 
I issue or Atari User or £1.25 
cash. Wrrte 10 Andy Little. 
Meadowcroli. Lumlay Lane. KkNfay 
Fleetham. Northallerton. North 
Yornsrwe, DL7 osj or phone 
I -06091 748455 any weekday be- 
tween 3.35pm and 7.30pm. 

COMMUNICATIONS: Comms 
freak wants any communication 
software lor XL-'XE particularly 
hard lo get programs like Phone 
Man. War Games AuriodiaMer, 
Fmd-Em. Tetetalk, Phone- Phreak 
and Blue Box. Anything consi 
dered Buy 'swap Also want In- 
focom adventures and Hayes com- 
patible modem Buy modem or 
swap 1or 10E7 primer. I will need 
correct leads and inlerface for 
modem ateo. Wrvle 10 Darren 
Gregory. 29 Ludlow Grove. Black 
pool, Lanes. FY2 0PZ 

MAGAZINES: ATARI USER back 
issues from ivi to 3,'B except 2"'4 
to Zi7. Software (disk onlyl Chick- 
en Chase and Head Over Heels, 
write to Guernoi . J. Claude, 1 1 
CH des Ampuroux. 13BO0 istres, 
I- ranee 

BOOKS: Mapping The Alari, DOS 
Users Manual, primer suitable for 
0OOXL wilh leads and power pack. 
Diggins. 15 Edinburgh Place. 
Leeds. LSI 3 3RQ. Tel. 0532 
796853 

FONT IV: Or descender ROW 
IwrtTi fitting inslrudions) for 1029 
printer. Wnle 10 William Jackson, 
63 Martin Street, Buckhaven, 
Leven File. Scotland. KV8 1EP 



WANTm: I 15 Strike Eagle. K*n- 
r *edy Approach, Solo Flight 2 on 
cape with instructions Good prices 
paid. Wme lo James M Lee, * 
Highlands. Taunion, Somerset. 
TA1 4HP 

TOUCH TABLET: Atari AmjSt 
ROM and Touch Tablet wanted 
Phone Peler 0203 691392 



PENPALS 



CONTACTS WANTED: I have a 
130XE. 1050 disk dhve and 1029 
printer I would like lo hear from 
anyone interested in swapping 
hints, tips, ideas etc. All letters 
answered. Bernard Lally, 185 
Broad Oa* fl&ad. Parr. Si. Helens, 
MerseysidB. WA9 2AQ. Tel. 0744 
23465 

NM: Alex is calling to all Atari 
freaks. If you do believe lhal the 
Alen ST and XL are 1he best then 
write to me Amiga is good, ST is 
better Conlad Alex Schiphouwer. 
Hugo De GroDtslraat 51 . 4ZQ6 2D, 
GorinchBm. Holland 

WANTED BADLY: Contact with 
person I sold my 130XE and a« 
other tuts to. Thts was 3 to 4 years 
ago. Ai the time you were living 
|USt oil the A4 at Oslerty. Just after 
Ibis you got a job in Insurance. It 
you ye leading ih s peasu cuntacl 
m§ on 081 770 7060 alter 7pm. 
(Tim). 

GREETINGS: Hello' Greetings 
Irom Ihe USA. I am 2t years old 
and an avid Alan 8-M fan. I would 
like to talk to B-bit users Irom 
across the sea. I would like to 
swap hrts. mcks and programs. M 
you are interested m Finding oul 
whal the 8-bit alike in the USA 
conlacl Sean LaBrecque, 2750 S. 
Durango 1075-36. Las Vegas. NV 
88117, U.S.A. 

PENPALS: I would We in hear 
1rom any XU'XE owners wiling lo 
swap any hints, tips etc. I have a 
65XE. I have 39 games which I 
share with my brother. I will 
answer most letters. Conlacl David 
Rochester, 3 Keswick Drrve. Ferry 
Fnsion. Casllelord. Wesl York- 
shire. WFl0 2RDor Tel. 0977 
519033 

CONTACTS WANTED: i have a 
130XE, 1050 drive and 1029 prin 
tar and would like to hear from 
anyone interested m swapping 
hints, tips, deas etc All letters 
answered Contact Bernard Lally . 
1 B5 Broad Oa* Road. Parr. Si. 
Helens. Marseyside. WA9 2AQ. 
Tel. 0744 23485 



FOR SALE ... WANTED ... PEN PALS ... ADVICE... HELP... 



CONTACT t* FREE of charge and my be used by any genuine Atari 
enthusiast for contacting other owners. Any notice may be in- 
cluded except those offering software only for gale or exchange or 
thaw offering items far sale eommercially. The Editor reserves 
the right to omit any notice received at his discretion. 
Send your CONTACT notic* to CONTACT, PAGE 6, P.O. Box 54, 
Stafford, ST 16 1DR. Pleas* write your notice on a separate sheet 
of paper, not as part of a letter. 
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X E U T I L I T Y 




by Les Howarth 

MENUl 30 is a program for 
the 1 30XE only which auto- 
matically runs a MENU 
whenever RESET is pressed 



This program was originally submitted to ATARI USER as a 5 
liner routine simply to run any program in DS: with the name 
'MENU. Thai was quite a long time ago and they never dJd 
publish It. I have since expanded the program to autorun on 
pressing RESET and mn any chosen Basic program. The 
routine remains in memory and will run every Lime RESET is 
pressed. 

BACK TO THE MENU 

The 130XE menu will automatically save itself to DRIVE 8. 
After which it will display the disk directory from drive 1. 
Select a number and press RETURN to run a Basic program. 
While a program Is running, you may press RESET and the 
menu will then antorun from D8; and display the index of any 
disk In drive 1 Basic programs don't need any modification to 
operate this menu, the RESET key is trapped to run any 
program in drive 8 which has the name of MENU. 

The routine is stored in the last 46 bytes of page 6 so should 
be okay with the great majority of programs which use page ti. 
Just as long as it is never overwritten. It will not run any 
machine code programs but I'm sure readers could modify 11 to 
do so. 

HOW IT WORKS 

The real work Is done by the routine on lines 860 to 940. 
Whenever the menu runs It will check if the routine Is already 
there anrl If SO will not re-write the code so saving a little time. 

There is a DLI routine on lines 50 to 55 just to make a nicer 
screen. Whenever the index is loaded the screen will blank so 
that the DLI doesn't make the screen jump. 

Selcc Uon of a program to run is by typing the number on the 
menu and pressing RETURN. To look at another index, put 
another disk in drive and either press START or RESET. 
Lines 240 to 480 load the index and wait for choice. 
Lines 500 to 780 check and run the selected program. 

The only other requirements for successful use of this prog- 
ram are the RAMDISK.COM for drive 8 which should be on 
your boot copy of DOS and preferably an autorun on your boot 
riisk u> instal and run the Menu program automatically. 



REM ttHUmitft l HWttK l i i r i mnmtm 
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NH fl REM 

EA 20 POKE 042, 12 t SAVE "OB: ME W U ' 1 

5K 4« &IM FILES t/H4) . Hi Cltt) . SI'S t 7 > t PR DC. 5 C i 

5J , T$ (J IT , DLI? C 83 
OH 45 IF PEEKC174B3-72 THEN be 
ML SO RESTORE 55 ; FOR 1 = 8 TO 10 ' READ OiPOK 

E 1 74f)+I , D : HE H T I 
TT 55 DATA 72,169,32,141,18, 2*2,141, 24 , 29 

8, 104, 64 
TT 6fl GRAPHICS 0 : POKE 710 , J.16 

5* 80 DL=PEEK C5603 4 25G*PEEK C5613 iPOkt 0L4 

KK 90 POKE 512, 284:P0KE 513, 6; POKE 54286, 

1 92 : POKE 559,8 
UK 188 POSITION 0 # 8:? '*! 



TA 128 P05ITI0M 0,1;? 

mum J :MrI : W i I T ■ 

PI 148 POSITION 0,2:? 



UF 168 POSITION 8,3:? ■■ 




■ " i POSITIOH 2,4 

Vft ISO IF PEEK (1750) O102 THEM GO SUB 048 

EJ 248 OPEN 1*1,6,0, ■■!>:*.»■■: Cre I TRAP 420 

RA 280 C = C + 1 : INPUT 9tl , R$ : F XL E$ CLEN CFIL E$3 

+ 1) "US 13 , i 35 

PA 380 IF H£ (h , 81 "f- HfF" THEN 4 20 

FU 3ZO ? EJIIF C<1R THEN ? " "f 

RO 348 ? R$<2 f 131;IF C-17 THEN 388 

KT IF C>33 THEN 428 

PO 368 GOTO 280 

OF 308 POKE 82, 24 ! POSITION 24, 4 :G0TO 288 

QU 428 POKE fi*, 2 ; POKE 559 , 34 : C=C-1 

MT *S& POKE 764, 755: POSITION 2,22:? •* MXiTl 

EH 440 IF PEEK C53279> =6 THEN CLOSE ttli ROW 

5E 468 IF PEEK f 7 64 J O 2 5 5 THEN 508 

OV 40O GOTO 448 

IK 588 INPUT R$ ; IF OS CI, 13 V*t** OR f»$ (1,1) 

>"9 M THEN 568 

CO 520 D-Uflj. UF Q> C THEN 568 

r>U 5 30 IF FILE$ C0**l-2 , Q*li> ="SYS" THEN 5 

00 

00 540 G8TO 5SO 

LA 500 POSITXON 9^22!? " » 

YZ 570 SOUHO 0 , 180, 12, 0 : FOR H-i TO 50 : NEH 

T H! SOUND B, 8, O, BE GOTO 438 

ML 588 R*=FILESeO*ll-ia j 0*111 :PfiOC$C4, 23= 

Hp , H 

ON 688 FOR 1 = 1 TO B S IF R£ ti , %\ =■■ ** THEN I 

-SlGOTO 648 
JS 820 PR0G5 ri + Z, 1+21 =R$CI, 13 
GE 040 NEKT I 

EO 668 PR 0 G $ CL E H CPR 0 G £ J + 1 3 - ** . 1 1 

LU 688 FOR 1 = 9 TO 11 1 IF R$£I,I1=" " THEM 

I=ll:C0TO 720 
VI 709 PRQG$ CLEN CPROGS3 +14 = R$ CI , 13 
GB 728 KEHT I 

TS 748 GRAPHICS IMPOSITION 0,»i? fl&^IHIE) 

VH ?6 0 POSIT TOM 4,111'' Jtfi i PROGS 

AE 708 TRAP 888: RON PROG? 

NK 880 GRAPHICS 0^? i* "ERROR ";P£EK 11951 

00 828 EHO 

YD 848 P8KE 9,3;P0KE 2,228:P0KE 3.6 

ZG 858 RESTORE 688 : FOR 1=8 TO 34 ! READ DrP 

8KE 1756+1 , 0 ; NEXT I i RETURN 

TE BOB DATA 162 , 8 , 189 , 24 1 , 6 , 157 , 146, 156 

CM 988 DATA 232 , 224 , 1 2 , 288 , 245 , 169 , 13 

WI 920 DATA 141,74,3,76,128,255,8,0 

KD 946 RATA 58,53,46,2,36,24,26,45,37,46, 

53 , 2 
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X L/XE Public Domain 

PD and a PRINTER 



W^fc ecently the versatility of my SOOXL was expanded with 
|v the addition of a Epson compatible printer. At first it 
was used mostly for listings and disk directories, etc., 
but I soon realised that my limited amount of software severely 
restricted It's use. And my pocket just wouldn't stretch to 
glitzy, expensive commercial programs. 

It was while browsing through the PACE 6 PUBLIC DOMAIN 
catalogue I realised what a wide range of non-expensive printer 
software was available- something that would keep me, com- 
puter and printer, occupied for some time. 



START WITH LISTINGS 

Probably the earliest need for hard copy Is for listing prog- 
rams - those that either don't run correctly or require modifi- 
cation to be more user friendly. Easy you say, just LIST to 
printer. Unfortunately, tills results In 3 screen lines being 
printed on 1 line by the printer, and with all the Control 
characters which took ages to type are missing! UTILITIES 3 
(#20) contains an excellent utility for Epson compatibles 
named EPLISTBR, BAS . Not only does it include every detail in 
the listing but print-out is every bit as clear as it appears In a 
magazine. There is however, one snag - 3 screen lines, again, 
become 1 line on printout so presentaiiorr isn't anything like 
what you sec on the screen or in a magazine. Confusion! 

Fortunately, the initial part of the program is In Basic so the 
remedy is simple. Alter Line 151 to:- 

151 IF LEN(A$)>38 THEN B$=A$139):A$(39)= H " 

Vou will now have hard copy exactly as it appears in NEW 
ATARI USER, Including all CONTROL/INVERSE /ESC charac- 
ters. 

Complete listings are not always the ultimate answer espe- 
cially when modifying a program. Amongst that mass of char- 
acters on the page, where and what are the Variables that 
actually control the program? Finding them In a long listing 
can be worse than the proverbial needle. And don't you always 
miss some? 

DISK #20 also has a small utility called XREFUT1L.LST 
which removes all the frustration from the job. Not only does it 
print all the Variables but also the Line Numbers where they 
appear. All done in a neat columnar form both practical and 
pleasing lo look at. 

UTILITIES 5 (#35) too, has a useful Search and Print 
utility named DISKDUMF. This Is a disassembler which gets 
the bytes from disk and prints all Hex. Dec and Op codes to 
both screen and printer. 



KEEPING TRACK 

Few of us can claim to be truly methodical so the time 
eventually comes when an accumulation of disks with dozens 
of programs can cause problems. The result is endless sear- 
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ching lor the particular one you want. CATALOG (#1 1] puts 
an end to all that, lit not only creates a database of all 
filenames but provides sub headings covering description, 
category, ele. Your whole library can be sorted under any one 
of those fields and scrolled on the screen. But It Is the printout 
that really proves the program's value. Full details of every file 
under your choice of heading its printed with neat presentation 
then, after clipping the p 3 ^ together, you have a professional 
looking catalogue of your disk library, 

CATAIjOG dues have a few limitations some of which are 
mentioned in the documentation. One not mentioned however, 
is the fact that it will not record an AUTORUN.SYS Me. and 
everybody must have quite a number of these. Deletion of Line 
375 from the listing will correct this and, when auto-catalo- 
guing, allow a description of the AUTORUN.SYS file. When a 
disk is catalogued the program inserts a locked 1 -sector identi- 
fier onto that disk. Any later programs added to the disk can 
be included by selecting "Redo" from the Menu. 

It was tn using "Redo" 1 found a bug in version 2.3: it just 
would not accept the command The outcome was always 

"Error 5 at Line 6700" . The listing, in Basic, only requires 
correction of Line G700 to: 

6700 TRAP 240: OPEN #3.4.0.PCS:TRAP 40000 1NPUT #3JN$ 
but it still requires first going to DOS to delete the DISK. CAT 
Identifier on every disk you want to re-catalogue. To avoid this 
hassle make further alterations to the CATALOG listing as 
follows: - 

6708 ? "Insert Disk to Redo now : REM ADD THIS LINK AND 

ENTER WORDS IN INVERSE 

6720 XIO 36,#3,0,0,PC$:XIO 

33,#3,0,0 H FC$:B= 1 :B= 1+ 1 :GOTO 200 
Now instead of having to manually delete the idenUtnr de- 
program does It automatically and reinstates it when re-cata- 
logue is finished. 



WORD PROCESSING 

At home probably one of the most irksome chores lor most of 
us is letter writing, whether business or personal. Now the 
computer, in conjunction with word processor and printer, 
makes that task more pleasurable. 

TEXTPRQ (DS#8) is a first-rate word processor. Although 
Public Domain it must surely knock spots off many a commer- 
cial program. I have only ever used TEXTPRQ because it covers 
everything I need, so there is no point In my buying a £25-£50 
word processor Admittedly it does not contain a spell checker 
but I think most scribes can manage without that. 

Also on the disk is a massive 35 page manual buL although 
this in itself may sound daunting, the word processor is so 



simple to use it's rarely necessary to refer to the manual, So, 
even if TEXTPRO is only needed for Lhe odd letter, a cookery 
recipe, or even an article to NEW ATARI USER It must, In the 
long term, prove to be cheaper than pen and ink! 



PRETTY PRINTING! 

Of course, once having used a word processor you then begin 
to look around for software that will enhance your printed 
word. Look no further, because DAISY DOT II (DS#21) 
provides just that. This, too, has comprehensive documenta- 
tion of 23 pages! Text and commands must be converted to a 
disk file so the program, together with a word processor, go 
hand In hand r 

Altogether there are 15 different text fonts on the disk but, 
coupled with DAISY DOT ACCESSORY DISK (DS#22J 

there is a further choice of 32 fonts. If that doesn't satisfy your 
requirements an excellent Editor program is also on the disk 
with which you can modify existing fonts or even design your 
very own. 

The final printout defies belief that anything so professional 
could be available in the Public Domain, Depending on your 
choice of the four Densities provided, your print can equal the 
best of typewriters. For anything longer than a few paragraphs 
fanfold paper Is required, taut It is possible to print on both 
sides of the paper by means of Page Select. First odd -num- 
bered pages are printed then, turning over the paper, even- 
numbered pages are selected, Two-column printing, similar to 
magazine layout, is also available simply by formatting the 
text. This does, however, involve some hand manipulation of 
the paper feed. 



PICTURES 

1 cannot leave the subject of DAISY DOT without mentioning 
that the disk also contains a marvellous graphics printer 
driver utility under the name of BILLBOARD, again fully docu 
mented. This will print a Graphics 7.5,8 or 9 picture, upright 
or sideways, to almost any size required, provided the file is in 
62-sector formal. 

The picture in memory can be viewed at any time. Print 
choices range from regular to inverse with four types of Densi- 
ty; any width or height. Position can be centre, far left or far 
right on the paper. Having made a selection the menu then 
advises the amount of paper required and the time it will take 
to print! 

Obviously the larger the printout the grainier" Its appear- 
ance. While it is possible with this program to produce ''super- 
mega " posters it is rather impracticable. For example, the 
document mentions a 95ft x 100ft poster which will take 
17.920 sheets of paper and over 1,592 hours to print - a tot al 
of 66 days. No wonder a pause /stop printing command is 
provided! 



ART PROGRAMS 

Many must have dabbled with graphic art programs in an 
attempt to produce their masterwork only to find many such 
programs leave a lot to be desired. Tins cannot be said about 
PIXEL ARTIST DE-LUXE (#141) which must equal, even 
out-rank, many commercial arts packages. Apart from the 4 
colours available, which can be adjusted for Hue and Lumi- 
nance, there is a massive selection of 16 patterns. Then, not 



only can you choose from 6 different sized brushes but also a 
fine or coarse Air Brush. The range of effects which are pro- 
duced by switching between these choices is sheer magic. 
Joystick or graphics tablet can be used, separately or both 
together. Very useful for Intricate designs. 

I found one of its most useful features was the cursor variable 
speed mnlKil, This provides adjustment from a mere crawl to 
almost the speed of light! Full benefit from this can be gained 
when using the Zoom facility which magnifies a small portion 
of the screen some 8 times. The user decides which portion is 
selected and very fine detail can be touched In without great 
effort. All the usual features you expect in a graphics program 
are there, including Bend, which allows the curvature of a line 
in two places. 

With your masterpiece saved to disk a printer driver is needed 
to transfer on to paper. After all, you can't hang your TV 
screen on the wall! The previously mentioned BILLHOAE^l} 
does all that Is required with 62-sector flies, while PICDUMP 
(#58) handles both 62-sector and Koala/Mlcropainter files. It 
also supports a wide variety of printers, This particular dump 
allows a preview ol the picture in various shades of grey and 
adjustment of those shades prior to printing. What you see Is 
what you print. 



FAMILY TREES 

GENEALOGY (DS#29) is perhaps of more Limited appeal, 
but nonetheless comprehensive. Providing one can trace family 
ancestors this disk provides a valuable database of lineage 
Information, Most of us have Lhe relevant Information regard- 
ing our parents and once you have seen this in printed form it 
can then become almost an obsession to trace further back. 

Menu driven, it presents information in 3 forms, i.e, Namefile. 
Pedigree and Family Groups. Obviously Namefile requires all 
relevant data on a particular name, with the neat provision of 
a section Tor inclusion of personal history . Also there are 
sections for data on parents, wife and children. 

Pedigree prints ancestry in chart form similar to the familiar 
Family Tree with its branches. The program is designed lor use 
with Gemini/Star printers but there is an option fur Others. I 
found it worked well with a Citizen 120D H the boxes and 
branch lines being formed with lhe + sign. Printer codes can be 
adjusted as mentioned in the document but you need to be 
into machine code to do so. Finally, Family Group presents 
ancestry in a neat, easy to follow tabulated text form. Obvious- 
ly all this is dependent on the relevant data being available in 
Namelile, 

While printing takes place it is interesting to watch the file- 
names scroll on screen as the disk is searched in chronological 
order. A fascinating disk. 



A FINAL BIT OF FUN 

Finally, In a different vein, I can recommend PAPER AIR- 
PLANE MAKER (DS* 26] whic h allows you to print out 
paper airplanes. They really do 11 v! Although its quite a serious 
program it makes good fun lor young and old alike. Altogether 
there are ft ready-made planes on the disk, American Air Force 
of course, and it only requires B single keypress to t ransfer 
them to printer. In addition the disk has a simple, but excel- 
lent drawing program. For those who dabble in aero design 
here Is a chance to fly your very own paper Spitfire, 

There is no room here to mention other printer programs in 
the PAGE 6 LIBRARY, but a few minutes browse through the 
catalogue will prove there are plenty more worth considering. 
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DISPLAY 
LISTS 



I have had several Items of mail recently on the subject of 
databases, and some of you have even sent database 
programs which art- very J?*** 1 f° r ^ K ' lr specific tasks. 
With this encouragement I was thinking of doing another 
article on the subject, but after consideration decided lhaL the 
series of articles constructing the database for tape users was 
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enough for the time being. If any of you want to air the subject 
further please write with a disk or tape and return postage and 
] w m send yon a copy »i database programs that others 
have written, and put you in touch with the authors. Mean 
whde 1 will go on to the second most popular subject in the 
mail - graphics. 

One enquiry that I have had many times over the years is 
about saving graphics screens to tape or disk for use later in 
other programs. It is a long time since I addressed this prob- 
lem in one of the first articles 1 wrote for Page 6 back in Issue 
20 so many of you will not have seen iti But before we try to 
load and save graphic screens it is Important to have an 
understanding of how graphics are handled in the Atari and 
what the various graphics modes are like. For this issue I will 
restrict myself to the displayed text and pictures and the 
display list which controls them, then next time I will go on to 
talk about loading and saving screens- 

PIXEL LINES 
AND MODE LINES 

Before going any further I will explain a bit about how the 
picture on the screen is made up. The Atari display is made up 
of 192 horizontal lines, these are pixel lines. Now in a normal 
GR 0 text screen the individual letters and numbers are each 
made up from an 8x8 matrix of pixels (including the spaces 
between the characters both horizontally and vertically) So 
von ran s t -e thai in GR.0 a line of text, or mode Lin*- occupy* H 
pixel lines. Different numbers of pixel lines are used to make 
up a mode line for different graphics modes. Ed the highest 
resolution, CR.8, one mode line is the same as a pixel line, and 
at the other end of the scale In GR.2 (double height text] there 
arc 16 pixel lines in a mode line. 



WHAT IS 
THE DISPLAY 



Inside the 8 bit Atari computers is a microprocessor or chip" 
called ANTIC, which takes data from the compulers RAM 
memory and turns it into the display you see on the IV or 
monitor. The display list is the program which tells ANTIC 
what to do. so a different display list must be generated lor 
each separate graphic mode. The name Display List is very apt 
as It is not a program like those you have seen in Basic, bul 
more like a machine code program - just a list of numbers. 
When a GRAPHICS command is issued in a Basic program the 
appropriate display list is set up automatically, but not all ' 
graphics modes can be accessed in this way . Some can only be 
generated by directly putting the right numbers in the display 
List 
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6 REM * 

7 REM * — — — " 
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^ Bf M MM W H MWiCK M rW HWfr MH H N KHMM H HMKMK MM W 

A 0 ft EM 

1100 GRAPHICS 6 

1110 01M AS <15 ,M(212) 

1120 TRAP 40008 STRAP 112»t ? "H" : POSITl 
OH 1,5;? "MMICH GRAPHICS HO&C WOULD VO 
U LIKE TO" 

1122 ? 1 ' 5 EE THE DISPLAY LI5T FOR CO - 
111 i" 

li25 POKE 710, O 
1130 IHPIIT MODE 

U4G IF MODE > 1 1 Oft MODE tB THEH 1165 

115* GOTO 1220 

116S ? "H":POKE 70S,5Z 

117* PD5ITI0H 1,5! 7 "MODE S 0 TO ffl OHL 
Y":30UHD a,120„S,03FWR W-l IO 500 : HEHT 

Wt SOUND 0,0,0,0 
liflB GOTO 1120 
1220 GRAPHICS MODE 
*2J0 HOH=PEEK €5553 ;POKE 55* . 0 
1240 J-0edOHE=O 

1245 DL=PEEK C5601 *?56*PEEK C561I 
124? J=J+l!DONE=D0He+i 

1250 M< J> -PEEK IDL + J-1> S IF M t J J ~65 THEH 
D0HE=-2 

1252 IF DOHE-O THEH 1254 

1253 GOTO 1247 

1254 GRAPHIC*) OiK = l!POKE 55?, HON 

1260 ? "*"f P05ITI0H fl,0!? "PT5PLAV l_IS 

¥ FOB MODE " J MODE : POSITIOH 1,1;? " — - 
_»« 

1270 TOT AL= J ; FOR J=2 TO 22 
12SO FUR 1=1 TO 40 STEP 4 

1290 POSITION I, J;? HCH> !K-Ktl;IF K> TO 

T AL THEH 1310 

1300 RE KT I ; MERT J 

1310 POSITIOH 2,23;? "WOULD VOU LIKE I 
0 SEE ANOTHER "iiGOSUB 4000 
1120 IF KEY = ftSC £"¥'*> OR KEY = A5C €"!>♦') T 
HEM 1120 

1330 IF KEY-ASC C"H"J OR KEY^ASC ("H"J T 
HEH POKE 764, 12 i END 
1340 GOTO 1310 

2000 OPEH B1,4,0,"KI":GET ftl,KEY:CL03E 
ttl : RETURN 
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FO 33 REM **Ht GRAPH I S 0, DL SETUP *** 
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QG 100 GRAPHICS O iGOSUO 500 : POKE 82,0 
KM 10* REM ** SET UP COLOURS **** 
HO 110 SETCOLOR 2,5,2 :SETCOLOH 4,*,2;SETC 

OLOR l,O r 10 
RW 115 REM ** ENTER TEHT FOR DISPLAY »** 
#** 7flO; HOT USED AS COMPUTER* 
*** THIHKS ALL IS IH GR.O *** 

120 ? "HHff WELCOME TO 

. , , **" ! REM LIHE 1 

122 ? WKWmtMMMMMH W-W - W WHH H* * i " * PRO 
GRAMME «"!REH LINES 2A AHD 2B 

123 1 " * TITLE PAGE *"? " M M KKMBH 
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154 REM ** IF START PRESSED EMIT 
200 IF PEEK tS327SJ -G THEH GRAPHICS 0:P 
OKE 82,2;? :? :* :? " GR.O RESETS T 

0 A STANDflftP DL"!EHf> 
210 GOTO 20O 

49S REM N* SET UP PISPLAY LIST *** 
500 POKE 555,OSOL = PEEK<S60J +256*tPEEKtS 
61> 

528 Zl-PEEK CDL443 : Z2~PEEK CDL + 53 3 1=0 

S40 READ A: IF A-0 THEH 600 

550 POKE CDL+IJ,A 

560 IF 1=4 THEH POKE OL ♦ 4 , 7 1 

5 70 IF 1-5 THEH POKE DL*5,Z2 

500 I-I + l I GOTO 54A 

S90 DATA 112 „ 112 , 112 ,06, S6, 144 , 7 , ? , 7,7 
,2,^,2,7,7,7, 7, 2. 2, 65, T2, 150,0 
600 POKE 555, 34 ;RC1 URH 



Table 1 shows a list ol what all the numbers mean. Yon can 
see the extra operating system (OS) graphics modes that are 
available which cannot be called from Basic. Table 2 is the 
short display list for graphics mode 2 (the shortest of all the 
display lists] commented to show what each number in the list 
means, 1 will run through it briefly. 

The first three numbers (112) make 24 blank lines at the top 
of the screen. You can see at the top of your screen that there 
is quite a bit of black space. In some older TV sets part of the 
picture disapp< irvil off the edges of the screen so these blank 
lines were used to push the picture down and ensure that the 
whole screen Is displayed, regardless of the overscan. 

Next comes the number 71. This must be thought of as 64+7. 
64 is the LMS or Load Memory Scan instruction, and 7 is the 
OS value of the graphics mode we are in (see table). The LMS 
instruction means "start looking for the screen data at the 
location pointed to by the next two bytes". In this case the next 
two bytes are 1 12 and 158. they are in low byte, high byte 
order so the address they point to Is 1 12+256x158 or memory 
location 40560. In the standard graphics modes the screen 



data follows directly above the display list just below the top of 
RAM as shown in the diagram. 

The next nine 7n arc the OS numbers for iiiiii- line* ol C\< 2 
Why only nine? Because the tenth has already been defined 
earlier as part of the LMS byte. 

The next number. 66. is another LMS Inst rut lion. This is 
where the text window starts so the value is 64+2 for a GR.O 
display. The address for data for the texi window ul Hit- bottom 
of t he ordinary GR.2 screen is in the next two numbers 96 and 

159 - location 40800. A Basic "PRINT" command will put data 
in this window, while a "PRINT #6;'" will put it into the main 
window. 

Next we have Qiree 2s which with the 2 in the LMS byte make 
die four line text window. Then 65 which means this is the 
end of the display list. Jump to the address in the next two 
bytes '. The final two bytes (in this case 88, 158) point to a new 
address - these bytes do not atfect the display list and should 
not be changed If you are setting up a Db of your own or you 
computer is likely to hang up or crash. 

continued •* 
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DL YM_Ut 


REMARKS 


112 


3 sets of B blank scan lines at top of 
screen ensure none of the displayed 
image is lest at top edge 


112 


112 


n 


LMS instruction (64+7 J 


112 


Address of start of screen memory 
158*256+112 - 


ise 


7*9 


nine rows ot Gk.2 (OS made 7) 


Gti 


tMS instruction for text window [64+2} 


96 


Address of start of text window data 
159*2S6+96 = 40600 


159 


2*3 


three rows of tiK . 0 (Oi mode 2) 


65 


Narks end Df display list 


as 


Address that systems jumps to at end of 
DL (do not change these numbers when 
custcntus ina .i jjy ^^^^^^ 


158 



TABLE 2 



THE SECOND 
LMS INSTRUCTION 

As you can see a second LMS Instruction can split the screen 
to give a mixture of graphic modes and can direct the compu- 
ter to display data from different parts of memory. In a cusiom 
display list you can do the same, in fact you can split the 
screen into many separate areas though there is a practical 
limil to the diversity you can cram in on one screen. 
There is, however, one occasion when a second LMS instruc- 
tion is mandatory, even if you arc not changing graphics mode, 
and that is when you are using a graphics mode thai uses 
more than 4K of data. The system cannot frack a continuous 
blot k greater that 4K so the display list has to redirect ANTIC 
when it gets to the 4K point to go and get more data starling at 
the next byte after the 4K limit. Program 1 generates display 
lists for some of the standard graphics modes (O to 11) and if 
you run it for the higher graphics modes 16 and above) you will 
see examples where the extra LMS Instruction is present. 
When working out your own DLyou will have to take a bit of 
care to get this right when you are using the higher resolution 
modes. 



■ ■ ■ 1 

GRAPHICS NODE 




Take care when using mixed text modes where some use 20 
bytes per line and others 40. It is best to always use two lines 
of the 20 byte modes, otherwise you can get funny effects 
where the text is shifted halfway across the screen. 

If you have written a few lines of Basic to set up ;i new DL and 
want to see what you have achieved, run the program to set up 
the DL then LIST the program and the program lines will scroll 
up the screen through the different areas you have defined so 
you can quickly sec where you have text and where you have 
graphics. You can do this with listing 2, RUN the program then 
press [BREAK] and type UST [RETURN]. 



AN EXAMPLE 
AND SOME TIPS 

Program 2 gives an example of changing the DL. It Is Just a 
straightforward mixed mode screen as might be used in a title 
page, in fact I used il to Illustrate an article on Title Screens 
back in 1988. 



A FEW MORE TIPS 

If you are generating your own DLs there arc a couple more 
ihinu^ in remember. Experiment freely, and II you get in a 
mess, unable to see what is going on because the screen has 
gone crazy try typing "GR.O I RETURN)" and the graphics com- 
mand should reset the display list. 



ADDRESSES 

Here are a couple of addresses that are useful in finding your 
way around display lists: 

Start of Display List [DUST) PEEK|560J+PKEK|561 1*256 
Start ol Screen Data PEEK(DLI5T+4)+PEEK|DLIST-i-5)'256 
Top of RAM PEEK(740)*256 

My address follows, please write if you have trouble with DLs 
or other Basic programming enclosing a stamped envelope for 
a reply. 

Write to 
IAN FENLAYSON 
60 Roundstone Crescent, 
East Preston, West Sussex, BN16 1DQ 
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DISK BONUS 



rSISr FQRMVtlt& LEVEL 1 

Il^ll^ll 

ff*V*V*pr« 

iiFi^fiiHi 



A machine code thin Jeer's challenge that 
will keep you on your toes 



The BONUS on this Issue's disk is a 100% machine code game 
which should be booted with the OPTION key held, The title 
screen will appear from which the following may be selected 

OPTION alters the players/joysticks 

SELECT - alters the difficulty 

START - alters the starting screen level 

Press the joystick in port 1 to start the game. When the introduc- 
tion screen appears for any level, press the relevant joystick 
button. 

PLAYING SYMBOLISM 

You control a black marble bouncing around a grid of tiles. The 
joystick movements cause the marble to jump in the required 
direction and pressing the button makes the marble leap over the 
adjacent square. 

Each tile in the grid has a cobur and a symbol, the object of the 
game is to collect the tiles in sequence according to similar 
colours and/or symbols in order to gain bonus points. The points 
awarded for matching a tile to the previous tile at the case of :hn 
scoreboard are; 

Same colour 25 points 

Same symbol 50 points 

Identical 100 points 

As the marble gathers matching tiles, the bonus increases and 
when the highest bonus attained reaches a threshold level you 
can exit the screen by moving lo the 'Gate Tile' and pressing the 
joystick button with Ihe stick n Ihe centre- position. I: you should 
bounce the marble over the edge of the grid, fall down a hole or 
bounce on a blank tile then your current bonus is reset to zero. 

As the marble bounces along the tiles, it leaves a trail ot blank 
squares, the tiles in this trail will flip over in turn to reveal new 
symbols which can be matched. II the trail catches up with the 
marble then it will be flung oft-screen, however the Gate Tile is 
safe while the marble is bouncing on it, It the marble lalls from 
the grid then it will not return until all of the blank tiles have 
flipped over. 

When you complete a level, you will be awarded 'lime credits' 
for every 10 seconds time remaining, these credits can be 
exchanged tor rewards in the Time Bank. You can make a 
withdrawal ol 4 credits from the Time Bank during any level and 



TIME BANK 

If you complete a level and have 10 or more credits in the Time 
Bank then you will visit the bank and have a chance to exchange 
credits for services. 



500 points 
Skip Next Level 
Play a Joker 
Time Chase 
Extra Life 



1D credits 
20 credits 
30 credits 
40 credits 
50 credits 



Skip Level You will miss the next screen level but receive the 
points for completing it. 

Play a Joker The bonus you receive for your next screen will 
be doubled 

Time Chase - Enter the bonus level 

Extra Life You will receive an extra life (maximum of 7 lives at 
any one time) 

TIME CHASE 

In the Time Chase bonus level you must follow the Gate Tile as 
it moves around the grid. The longer you manage to avoid falling 
through the grid, the more bonus points you will receive, but as 
time passes the tiles move taster and fasier. 

CONTROLS 



Joystick movement 
Movement + button 

ESC/OPTION 

SPACE/SELECT ... 
START 



move marble 

move marble two squares 
quit level 

swap credits tor seconds 
return to title page 



This excellent game is the BONUS on this issues'? disk. 
Disk subscribers will receive their copy with this issue 
but the disk can be purchased separately tor just £2.95 
and includes all of the other programs from this issue, 
ready to run. Order by post from PAGE 6, P.O. BOX54, 
STAFFORD, ST1© tDR or toy phone on 0785 213920 
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XL/XE TUTORIAL 



SPRITE MOVER 



A machine code routine 
to manipulate player 
missile co-ordinates 

by Robert Stuart 



One of the Atari XL and XFs most useful (and least 
understood) features Is the Player/ Missile Graphics 
system, otherwise known as hardware sprites. These 
are special graphics which are totally independent from any 
graphic or text mode currently in use. By setting the priority 
register they can appear to move over and under other objects 
(sprites or normal character graphics) on the screen, without 
ever disturbing the background. 

The sprites each have a separate colour, width (normal dou- 
ble, or quadruple), and horizontal position register, but no 
vertical position register. Each sprite's vertical size is the entire 
height of the TV screen, so there are no vertical positions as 
such: the data for the sprite must be moved up or down inside 
the vertical strip. This can be done quirkry in machine lan- 
guage, but is very, very slow in Basic. This is where this 
program comes in. It will set up an Interrupt driven machine 
language routine which will run independently of your own 
Basic and machine code programs. The routine constantly 
updates the vertical and horizontal positions of the five hard- 
ware sprites using locations 1546-1555 as X and Y co-ordin- 
ates. The program runs in the vertical blank, so is executed 50 
times per second, making the movement of the sprites nice 
and smooth. 

The program works by storing two sets of co-ordinates. The 
first is the old' set, stored in locations 1536-1545, and these 
are used to erase the sprites at their previous positions, then 
the 'new* set is stored over the 'old" (to be used to erase the 
sprites next time they are moved), and finally the sprites are 
plotted using the 'new' set. This process is repeated every 
l/50th ol a second. The vertical co-ordinates range from 0-176 
which keeps the sprites inside the screen border, and horizon- 
tally from 0-255 but remember positions 0-47 and 209-255 are 
off the side of the screen. Ihe memory locations used for the 
co-ordinates are 1546 (vertical) and 1547 (horizontal) for sprite 
1. 1548 and 1549 for sprite '2. 1 550 and 1551 for sprite 3, 
1552 and 1553 for sprite 4 and 1554 and 1555 for sprite 5. 
The fifth sprite is made up of the four missiles, but the routine 
requires only two co-ordinates, as the positions of Lhe other 
missiles are worked out by the computer. 



5PRXTE H,V CO ORDINATED 



GJ 6 HEM 

bi i rem ** 
rem 

REM JMHHI M.™ JWiMiWIMiffjMfflM KWt 
REM MH H **MHH» »M«l fHW«l l nMHH HI CMH H HMH 



WK 

OK 

DC 



£ T PHBflSE 



rem C3H233KHnH3 

HP 6 ? CHR$C125> i POKE 542?* , 1 20 ! POKE 752, 

IfPOKE 62I,17jF0KE 559,8 
00 7 REM EmraiWiTTEE 

LA 8 POKE 710,6?POKE 704 * 1*0 ! POKE 705,543 
POKE 706, 216 ; POKE 787, 116 J POKE 711,12 

AS 12 RESTORE l3iF0R F=32766 TO 32783 ;REA 

D HfPOKE FjKl HEMT F 
SO 13 DATA 0,60,126,255,163,153,255, 255,2 

31, 21*, ICS, 255 , 255, 255, 9 0, 99 
JK 14 REH I >tJtf J*1 'WJ Ml rf3 

JO 15 RESTORE 16;F0R F=327B4 TO 32793: REA 

0 X;P0KE F,X:NEXT F 
OT J-5 DATA 0,0,0,0,0, 0,0, 0,6,8,28, 62, 127, 

62, 26, S 
LB 17 PCM f J±l f :« J :» i I 

MU 10 RESTORE iSlFOR F=32806 TO 32815 :REfl 

D K: POKE F , K ! NEXT F 
BZ 19 DATA 0,0,0,0,0,0,0,0,0,0,26,62,127. 

62 , 26, e ^ 

LH 20 fi EM t-m *il ;»a a :iflgl 

HG 21 RESTORE 22 1 FOR F=32B16 TO 32031 :REft 

O H : POKE F, KiHEKT F 
BM 22 RATA 0,0,0,0,0,0,0,0,0,0,20,62,127, 

62 ,26, B 
MO 23 REH I >T-1 f ^ Jp] ; »fy il * 1^3 

MC 2* RESTORE 25! FOR F-32832 TO 32047 :REA 

D KlPOKE F , X : NEXT F 
OU 2S DATA 0*0,20,20.0, 62, 93, S3, 0,20,20,2 

0,20,54,0,0 
RU 30 FOR F=314B6 TO 32707 1POKE F , 0 : N E H T 

F 

AV 47 REM »W«MM«KMWH«»MHM«KMMMWN»*HX»»» 

ZE 48 REM fljfclM ^ M =1 «1 : ' SMO :iM il il * I a 

AZ 4S REM HHMKMWMKKtiWJIMKMMIIHWItttMJIHMMHMM 

50 RESTORE OO ! FOR F=30728 TO 36S46 ! REft 

O D : POKE F , D : NEXT f 
RG 60 DATA 172,1,6,162,0,153,0,153,32,124 

, 232, 200, 224, 16 ,206, 247 
TU 61 DATA 172,3,6,162,6,169,0, 153,3 2. 125 

, 232, 200,2 24, 16 , 206,247 
HI 62 DATA i 72 , 5 , 6 , 162 , 0 , 169 , O , 153 , 32 , 12* 

, 232,263,224,16,205,24? 
VH 63 DATA 172,7,8,162,0,109,0,153,32,127 

,232, 200, 224,16, 108,247 
UC 64 no 1 O 172.9,6,162,0, 169,0, 153,32,123 

,232, 200,224,16,208,247 
[K 69 DATA 16Z ,6, AOS, 10, 6*157, 0,6, 232, 224 

, 16*206 , 245 
MK 70 DATA 172, 11,6,1.62,0, 109,0,126,153,3 

2,124,232,200,224,16,208,244,173,10,6, 

141,0*208 

KX 71 DATA 172,13,6,162,0, 189, 4&, 128, 153, 
32 , 125 , 232 . 290 , 224,16,206 , 2*4, 173 .12*6 

■ 
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LI H 



NT 



HB 



j a 

H J 
BI 
HP 

or 



, 141 f I, ZB8 

7Z DATA 172,15 1 6 ( ieZ l 0 t i89,J2yl2* J lS3, 
32,126,232 , 2 0 t» , ? 7 4 , I h , 7fl R r 2 A 4 . J V 3 . 14,6 
,14-1,2, 2*3 

77 DATA 1 72, 17,6,162,0, 189.48,1.28, 154, 
32.127, 232, 2 88, 224, ih,?lltt, 2*4, 1.73,16,6 
P m,S,209 

38 iNlTA 172,1^,6,162,8,185,64,128,153, 
3 2,123 , 23 2, 260 , 224, 16 , 289 t 244 t 173 ,18,6 
, 141 , 7, 2*8, 24, 166, 2, 141, 6, 28 8 
31 tflTA 185, 2,141, 5, 286 , 106 > 2 , 1 41 , 4 , 2© 
8,76, 98,226 

197 ftEH HmUfH MM Mm t MJ IW W M Mi i WMWIf 
1»« REM 



SET INTERRUPT VFf TORS 



199 REN tHBHHH 

26B POKE 94286, 6 ; POKF 548, 6 : POKE 549,1 

26 S P6KE 54286 ,64: POKE 532 77 , 3 i POKE 559 
, G2 

2 39 HEM WWW H MWM M HM K MHtt MM MW B MM I t MHW WMH H 

248 REH 4!M Z\ ^ 1 j 4 M J J^FTTTM imJIrmi jjUPl 

241 REM MMMWMW*«NKHWHH>TX*MW«»M*»J<WttttM 

2*5 FOR F=1BJ* TO 1645 i POKE F, 8 : NEXT F 
250 7 CHR* (125> s POKE 53276,1 

254 RtH m j:> *rf4frfiPii:i ,1 < : rgiraa 

260 FOR FTI548 TO 1S53 : POKE F,RMDC0)*1 
60+ 76 l NEKT F [ POKE 1554 , 60 ; POKE 1555,69 
263 REM Bll VMBIUMtIiI I ■ dUTO 

27* IF STICK C8> =11 AND PEEK (1554? > 52 T 
WEN POKE 1554,PEEKC15543-2 * 
27S IF STICK to J ■/ AMD PEEKC1554) <196 T 
HEN POKE 1554, PEEK C1S54J+2 
260 IF STICK (8) =14 AND PEEK C15531 >6 TN 
EM POKE 15 55, PEEK 115553 *! 

255 IF STICK tOi -13 AND PEEK (1555) <176 
THEN POKE 1555, PEEK £15553*2 
Z59 REH \j [|J IVU A lM I l*VI il'Vk ¥ 4"JM 
238 IF PEEK (15463 > PEEtt £1554) THEN POKE 

1546, PEEK C1346)-l 
235 IF PEEK £15463 <PEEN (15543 THEN POKE 

iS4h, PEEK £15463 H 
306 IF PEEK £154 73 > PEEK < 1555 3 THEN POKE 

1547, PEEKCl5473-l 
305 IF PEEK £15471 <PE€K £1555} THf H PUKh 

1547, PEEK C1547) +1 
313 REM ftfrIN WMA ti J IMA* I l&HiV M : J n I k*4 1 1 J 
328 IF PEEK £532*83=2 THEN FOR F = B TO 2 
88 STEP 28: SOUND 0 , F , 1 0 , 18 : NEKT F : POKE 

1548, b:poke 1S44, abound 

338 TF PEEK £5X2681 ^4 THEN FOR F=0 TO 2 
88 STEP 28;66UN0 8 , F , 1 8 , 18 : H E KT F ! POKE 

155D,8:PaKE £551 ,ft ; 30UMO 8,8,8,8 
348 IF PEEK (53260) =6 THEN FOP F=B TO 2 
60 STEP 28 : SOUND 8 , F , 10 , 16 : NEXT F ; POKE 

1552, B: POKE 1553 , 8 : SOUND 8,H,8 r ff 
390 IF PEEKC15463-0 OHO PEEK (15433 =8 A 
ND PEEK £15581 =8 AND PEEK £1551) =8 AND P 
EEKCL5S23-B A NO PEEK £15533-0 THEN 256 

400 POKE 53278. liGOTO 2 7* 

I — . 



NC 

CF 
MS 
tz 
NA 
LM 
YC 

IT 
NR 

60 

LA 
flE 

m 

UN 

VB 
IM 

PC 

FS 

PL 



HI 

TZ 



Here is a breakdown of the Basic program. 
Line 6 clears the screen , sets PMBASE, gets rid of the cursor 
and turns off the screen to speed up the data poking. 
Line 8 sets the sprite colours, and Lines 11 to 25 contain the 
data for die sprite shapes. 

Lines 47 to 200 poke in the machine code and set the interrupt 
vectors. The remainder of the program is an example of how 
the co-ordinates can be used. You control a little grey man who 
must guide a green alien around to pick up 3 diamonds. For 
some mystic reason the man can't touch the diamonds so he 
has to get the alien to pick them up! 

Line 260 gives random positions to 4 of the sprites, (the alien 
and the 3 diamonds) and puts your man near the top left of 
the screen. 

Unes 270 to 285 read the Joystick and manipulate positions 
1554 and 1555, which are the co-ordinates of your man. 
Lines 290 to 305 move the green alien around after your man, 
and lines 320 to 340 examine the sprite collision registers to 
see if the alien has touched the gems. When all the diamonds 
are < ..lln in] they are randomly re-plotted. 
Line 400 clears the collision registers and loops back to the 
beginning of the example program. 

Since the example is written in Basic, It is quite slow, but It is 
still much faster than moving data up and down inside the 
sprites' data strips. If you are handy with machine code, and 
can manipulate the X and Y co-ordinates using another inter- 
rupt routine, then your sprites will be zooming around the 
screen. Either way, you can now add a bit more life to those 
old programs! 

Robert Stuart is a staunch supporter of the ti-bit Atari and hails 
from Boruiie Scotland. He is the man responsible Jbr the EXCEL 
disk magazine mentioned in the last couple of issues 
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S ... 8-BIT GAMES 



CAVERNIA 



At long last Zeppelin 
Games has released a 
new title In It's superb 
range for the 8 -bit Atari, titled 
Cavcrnia and programmed by 
the well known pair of Ivan 
Mackintosh and Richard 
Munns. 

You are Teddy Arklcthurpe, 
ace pot -holer and leader of 
many dangerous expeditions 
into the bowels of the earth/ is 
the first sentence In the won- 
derfully illustrated inlay. It 
seems Teddy now wants to 
test tils skills to the limits as 
well as getting his hands on 
the treasures of the Caves Of 



Title: CAVERNIA 
Publisher: Zeppelin Games 
Price: £3,99 
Players 1 
Loading 12' 57 

Reviewed by Richard Gore 



Cavemia. 
You must control Teddy 
using a joystick in port one of 
your computer. The usual 
combinations of running and 
jumping are employed but all 
the moves are explained In (he 
instructions. The aim is guide 
Teddy through all sixteen 
levels of Cavemia hut on his 
way Teddy must collect a cer- 
tain number of artifacts 
(which include rings, jugs and 
dogsTI) which will then be 
swapped for a key enabling 
him to enter the next level. In 
addition you must avoid 
various nasties and some last 
falling stalactites. Collision 
with one of these will result in 
Teddy losing one of Ills spir- 
itual eleven (yes that's right 
eleven} lives. 

The screen is split up Into 
three main parts, four fifths 
being the main play and sta- 
tus area which scrolls to the 




left as you move to the right 
and one liflh being green 
mountain scenery and blue 
sky . One really novel idea is 
your score displayed as large 
bouncing numbers In the sky 
portion of the screen. 
The graphics to the game are 
excellent, well on a par with 
Zyhex and the animation of all 
the characters are truly su- 
perb, especially in the case of 
Teddy , whose climbing is very 
lifelike. Unfortunately, as with 
a lot of releases lately there is 
no music and sound effects 
are few and Jar between. The 



only real quibble I have is that 
after losing a life you must 
start again from the beginning 
of that level, but this is the 
case with most games of this 
nature. 

The game is essentially a 
platform type game but it is 
really very good and 1 urge you 
to go out and buy it now. Un- 
fortunately it will cost you 
three pounds ninety nine and 
not two pounds ninety nine, a 
new policy that many budgel 
software companies are taking 
uu on the lesser micros (Atari 
not included, of course). 




MERCENARY 



The return of a classic! 
Novagen didn't pro- 
duce much software 
for the 8 -bit Ataris hut when 
they did it was not to be 
Ignored. Some time ago Atlan- 
tis Software re-released 
Novageifs excellent Encounter 
as a budget package - this 
time Novagen themselves have 
'budfietised' author Paul 
Woakes' second and even 
more popular masterpiece - 
MEKCKNAKY. 

Mercenary is described as a 
combination of llight simula- 
tion, adventure and arcade 
style action. Your role is a 



21st century soldier of fortune 
who has crash landed on the 
strife-torn planet of Targ. The 
action focuses on the planet's 
main areas of habitation 
which are now virt ually deser- 
ted following decades of war 
between the normally peaceful 
Palyars and the invading 
Mechanotds. Adopting a mer- 
cenary role you proceed to ex- 
plore the planet, hoping to 
find the ways and means of 
escape. There are several 
approaches to the task which 
could all prove to foe equally 
successful. You can swear 
allegiance 1i> either side or 



play them both off against 
each other In a bid to lay your 
hands on an intergalactlc craft 
that will carry you away from 
Targ. Your only reliable assis- 
tant is Benson H your In-helmet 
ninth generation PC. who dis- 
plays your guidance systems 
and provides an interpretation 
for your view of events in bril- 
11 ant three-dimensional vector 
graphics. 

The action unfolds in real- 
time as you set about explor 
Ing the cities of Targ and their 
mysterious subterranean 
complexes, all the while be- 
coming more deeply embroiled 
in the conflict between the 
Palyars and their robot ised 
Iocs. Should you get tired of 
roaming around on foot, you 
can Imp aboard one of several 
high-speed aircraft. There are 
lots of objects scattered 
around which can be picked 
up and dropped as required. 
Some are useful, some are not 
- old games magazines arc 



chock-full of hints and tips to 
help you along the way. The 
save game leature is an essen- 
tial part of this game! 
There's considerably more to 
Mercenary than I could poss 
ibly mention here. It's really 
up to you, the adventurer, to 
explore and discover - though 
Novagen do supply some very 
useful notes enabling you to 
get easily started. The 3-D 
vector graphics are excellent, 
the package does not suffer 
from Its "budget' transforma- 
tion, and the whole game is 
guaranteed to keep you en- 
thralled for many sessions to 
come. Quite simply, Mercen- 
ary is an undisputed classic - 
don't miss out on this one. 



Title: MERCENARY 
Publisher: Novagen 
Price: £2,99 cassetle 
Players: 1 
Loading: 15 30 - 

Reviewed by Pauf Rixon 
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TOP 10 BUDGET 
CASSETTES 



TOP 5 CASSETTES 



TOP 10 DISKS 



Kick Off (Budget) 2.99 

Colossus Chess IV 7.95 

Atari Compilation . 4.99 

Plastron 7.95 

Mig Alley Ace .... ............ 7.95 



GAMES 



Cass. DIfk 

KiCk-OfT 9 95 

Smash Hits 1 - 4 & 7 {each) 6.99 

Living Daylights 2.99 4.99 

Spy vs Spy Ancle Antics ... 2 99 3.99 

Spy vs Spy Trilogy 7.95 9 95 

Polar Pierre 4.99 6.99 

Mr Robot 4.99 6 99 

FJela Lyrae 4.99 6.99 

aauldefdASh 2 2.99 6 99 

Arkanoid 9. 95 

IrailMazer 9 95 

Solo Flight .... 7.95 

Spyhunier 6.99 

Rescue on Fractulas 6.99 

BalPrjIazer 6.99 

Rampage &,99 

Plartorm PeMedmn 4.99 

Spindizzy 2.99 6.99 

Touchdown Football .... 6 99 

Spitfire 40 6 99 

Draconus 2.99 6 99 

DniW 4 99 

Brian Clougrfs Foolball Fort. 8.95 12 95 

Pooyan 4.99 4.99 

European Super Soccar 4.99 

Hard Hal Mac 4.99 

New York City 4 99 

CrumWes Crisis 4 99 

Freaky Factory 4.99 

Starqoake 4.99 

Prfippia 2 4.99 

Laser Hawk 4 99 

Colossus Chess 3 4.99 

Sidewinder 4.99 

Joe and the Nuclear Caverns 4 99 

Nuclear Nick 4 99 

Knockout Boring 499 

Sunstar 2.99 

Cuthbart Go«s Walkabout .. 2.99 

Hirj Alley Ace 7,95 9.95 

Winter Events 9 95 

Nlrjhl Mission Pinball 6 99 

Jump Jet 6.99 

International Karate 6.99 

PUStOpll 6 99 

Montezuma's Revenge 4.99 

Atari Compilation 4.99 
(5 games - Star Raiders. Tennis elc) 

Gauntlet + Deeper Dungeons 9.96 



Flight Simulator II 14.95 

Jewels of Darkness 9.95 

Colossus Chess IV 9.95 

Draconus 6.99 

Hawkquest 12.95 

Pirate Adventure 4.99 

Bop L rf Wrestle 6,99 

Silent Service 9.95 

The Counl 4.99 

Gauntlets Deeper Dungeons., 9,95 



ADVENTURE STRATEGY 



Cass. Dish 

Flight Simulator II 14.95 

Flight Sim Scenery D«*S 

Nos 1-7 each g.95 

Questran , 9.95 

Field of Fira „„.,. b , 7.95 

Hollywood Hijinx g.95 

Jinxler „. g.95 

rim & Maflik 11.96 11.95 

Lurking Horrof It 95 

ingrld's Back n 95 1 1 95 

Knight Ore 11.95 11 95 

Cloak of Death 2.99 

Gunsling-er ,. 9.95 

Elarnal Dagger . 14.95 

Theatre Europe 11 .95 

Carrier Force 18.95 

Panzer Grenadier 16.95 

Hattlecrusier 16.95 

Warship r .„„ 19 95 

Vietnam h 9b 

Conflict in Vietnam 11.95 14.95 

Glu'Sada in Europe ., 9.95 

Decision in the Desert 1 1 .95 14.95 

Colossus Chest 4 ? 95 9 95 

Kennedy Approach 6 95 12 95 

Hawkquest 7.95 12,95 

Cutthroats 9 h:> 

Zork 1 ... 9.95 

The Count 4.99 

Pirale Arjvenlure 4.99 

Scapeghosl 12.95 12.95 

Silicon Dreams 7.95 9.95 

Jewels of Darkness 7.95 9.95 

RtitMfl Charge 19.95 

Super Huay .„.„„.., 9.95 11.95 

Lancelot 11.95 

Sargon III Chess 6.99 

Gettysburg 19 95 

Knights of Ihe Desert 9 95 

Mato Commander 9 95 

U.S.A.A.F 14 95 

Colonial Conquest 16.95 



UTILITIES 





Disk 


Mini Office II 


... 14 .95 


Atari Writer Plus 


29.95 


Planetarium 


16.95 


Cut 'n' Paste 


9.95 


Vigicalc 


995 



XL KE CARTRIDGES 



Missile Command . .. 7 95 

Star Raiders 7 95 

Galaxian 4.99 

American Football 7 9t5 

Tennis „ 7.95 

Food Fight 4,99 

Donkey Kong 7 35 

Pole Position 7.95 

Ms Pacman 9 95 

3ldi Raiders II 9.95 

LDderunner 7,95 

6amyard Blaster (Lightgun) 7.95 

Ona on One Basketball 7.95 

Batlterone 7.95 



David's Midncght Magic 7.95 

Archon 7.95 

Rescue on Fractulas 7.95 

Moon Palrol 7 95 

Ronotron 2054 7.95 

Joust 7.95 

H.E.R.0 7.95 

River Raid 7.9S 

Mega Mania 7.95 

rjre.^rtn.3wght linjlu* 7.95 

Designers Pancil „,,, 4.99 

Rally Speedway 7.95 

Eastern Front 1 941 7.95 

Skywriter 4.99 

Qix 7.95 



FULL RANGE OF ATARI 2688 
CARTRIDGES IN STOCK 



Pacman 7.95 

Designer's Pencil 4.99 

Star Raiders II 9.95 

Donkey Kong Jr... SOLD OUT 

Battlezone 7,95 

Donkey Kong 7,95 

Food Frght 4.99 

Pole Position 7.95 

Ms. Psoitis n ,„,» ♦■m. 9.95 

Garaxian .....„„.„„ ... + „ 4.99 



Draconus 2.99 

Star Wars . 2.99 

yogi & The Greed Monster 2,99 

Ruff 'n' Reddy 2.99 

Joe Blade II , 2,99 

Chuckie Egg 2.99 

The Living Daylights .... 2.99 

Speed Run 2.99 

Gauntlet 2.99 

Tank Commander 1.99 



BUDGET CASSETTES 



Zeppelin 

Draconus 2.99 

Mirax Forca ,-,,„„.„.,,., .,, 2.99 

World Soccer 2.99 

Phanlom 2,99 

Zybex 2.99 

Speed Ate 2.99 

Las vegas Casino 2.99 

Fruit Midline 2.99 

Sidewinder „ 2.99 

Fantastic Soccer 2.99 

Kenny OulgMsh Soccer Manager . 2.139 

Ninja Commantftf 2.99 

Blinky's Scary School 2,99 

JOCky Wilson Darts 2.99 

The Living Uaylights 2.99 

Mountain Bike Racer .„. 2,99 

m-Tec 

Spy vs Spy .. 2.99 

Spy vs Spy Island Caper 2.99 

Spyvs Spy Arclic AflttOS 2.99 

Boulderdash IV 2 99 

Space Rider - 2.99 

Yi^gi * ThfcGiecd Monster 2.99 

Ruff 'n' Reddy 2.99 

Yogi's Great Escape 2 99 

Byte Back 

Rebel Knights , 2.99 

Je1 Bool Jack 2.99 

TimasHp „„,..., 2.99 

AstrOdroid ,.„..„,„.,„. 2-99 

Speed Run 2 99 

Space Lobster „.„,„ 2 99 

Fiuliter Pilot 2 99 

Creadnauohl 2.99 

Space Wars „„ lrt 2 99 

Plane! Attack 2 99 

Mad JUx 2.99 

nnui£iifl simulator 2.99 

Cosmic Pirate 2.99 

Warcopter 2.99 

Screaming Wings 2 99 

Explodino Wall 2.99 

Little Devil 2.99 

Tomahawk 2.99 

Codemasters 

Frull Machine Simulator 2.99 

B.M.X. Simulator 2 99 

rraiisriiuler 2.99 

Red Max 2 99 

Grand Prrx Simulator Z.gg 

Advanced Pinball Simulator 2.99 

KfXX 

Gauntlet 2.99 

Footballer at the VBar 2.99 

Hardball 2.99 

Hit Squad 

Green Beret 2,99 

Arkanoid ?99 

Meed Over Heels 2.99 

Atlantis 

Dawn Raidet 1 99 

Death Race £.99 

Pro (Soil 2 99 

Panik 2,99 

Leuuue Challenge 1.99 

Pol Hole Pete 1 .99 

Spooky Castle 1 99 

Daylight Rubbery 1.99 

Tilan 2 99 

Periscope Up 1 99 

Encounter 2.99 

Gunlighter 1 99 

Crack Up 1 .99 

Survivors r ,„ , 2.gg 

Cops n' Robbers , 1.99 

Alternative 

Leapater , 1.99 

Monkey Magic r ,„ 1 99 

Soccer 1 99 

Castle Top 199 



Who Dares Wins II . 2.99 

Spindizzy 2.99 

Pro Mountain Bike 2.99 

Atarisott 

Speediiawk 2 99 

Twiligtit WorW 2 99 

Hnrodw 2.99 

Thunderfox 2.99 

Slingshot 2.99 

Advertiuresoft 

10 Little Indkans 

Secret Mission 

Arrow of Dealh 1 

Arrow of Dealh 2 

Golden Voyage 

Myslerv Fun Tlousa 

Strange Odyeeey 2 99 

Wizard at Akyrc 2 99 

The Time Machine 2.99 

Adventurtitartd 2.99 

Ciiuus 2.99 

Escap* Irom Pulsar 7 2 99 

Perseus and Andromeda 2 99 

The Count ..„-.,„,„„,„ 2 99 

Voodoo Casne 2.99 

Waxworks „.,. „, 299 

Fimbtrd 

Vklao Classics 

Matta Blana 

MiijruRliyrtim 

Thrust , 

Chimera 



2.99 
299 
? 99 
7.99 
? 99 
V 99 



2.99 
1.99 
1.99 
1.99 
1.99 



Players 

Strgtosph-erft 1 .99 

Tanlum 1.99 

Dfzzy Dlca , 1 99 

Bubble Trouble ,.,„,„„,„„,...,,, 1.99 

Joe Blade II ,.„„ „...,, 2.99 

Miscellaneous 

Slar Wars 2.99 

Foolball Manager ? 99 

Superrrwn '? 99 

Riyer Raid 2.99 

Tapper 2.99 

Chuckle Egg ' 2.99 

Tank Commander 1.99 

Pcgjotran 2,99 

Bouldordash V 99 

BouHerdHft II 2.99 

Dene , 1.99 

System 6 Poors 2 99 

Turf Form 2 99 

MasterlrQnic 

Mastarchess r 1 99 

Protactor r ,„ 2.99 

Revenge II 2 99 

Cryslal Raider 1 99 

Amaurole „,„ 2.99 

Action Biker r ... 1,99 

Vegas Jackpot 1.99 

KUtttait 1 .99 

Colony 1.99 

F«Ud 1 .99 

Invasion ..,,,„,,... 1 99 

On Cue 2 99 

Laal Vft 2,99 

Mutant Camels 1.99 

Milk Rate 1 .99 

Frenesls r ,.„„ 1 .99 

Panther 1 99 

Sidewinder It 2.99 

Despatch Rider 1.99 

Hover Bower .„ 1.99 

Molecule Man ,..,,..„,...,,, 1 99 

Gun Lew 1 99 

SpeedzonB 2 99 

Ninja 2 99 

Ghoitbuslers 2.99 

Henry's House 1 99 

ISO! 2.99 

Bombrusion 1.99 



219/221 Cannock Road, Chadsmoor Cannock, 
Staffordshire, WS11 2DD 
Telephone (0543) 466577/8/9 



Add 5Dp (o orriers less than £ 5.00. All prices correct al 
time ol going to press. Access or Visa orders welcome. 

Please add £1 per item for oversea & 
Please make Cheques or Postal Orders payable to 
"MILES BETTER SOFTWARE" 
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TIMESLIP 



W ho remembers En- 
glish Software? Once 
upon Lime [hey chur- 
ned oul dozens of games lor 
the Atari, including hits such 
as Jet Hoot Jack. Elektraglide,. 
Chop Suey and Mediator - all 
or which call be hif^hly recom- 
mended. The author of Jet 
Boot Jack - Jon Williams - 
also produced a game called 
TIMKSIJt' which for some 
reason, hardly gol a mention 
In the computing publications. 
As Byte Back have now de- 
cided to re- release the title 
(see Budget Delights' last 
issue), I think we should make 
amends by taking a closer 
look. 



Tit!©; TIMESLIP 

Publisher: Byte Back 
Price: £2 99 cassette 

Players: 1 
Loading: 8'30 H 

Reviewed by Paul Rixon 



The story concerns a distant 
planet that's in a state of 
Tlmeslip'. Whatever this 
means, the important point Is 
that It's likely to result in dis- 
aster so it's crucial thai the 
disturbance is dealt with. The 
only way to achieve stability is 
to travel deep into the planet" s 
three time zones, annihilate a 
collection of time orbs and 
then synchronise the respec- 
tive timers to zero. YouVe 
been allocated twenty-four 
hours to complete the task. 
Playing the game is a lot 
easier than trying to explain itl 
The screen is divided vertically 
Into three scrolling scenarios, 
each representing a time zone. 
The game is basically a tripli- 
cate version of 'Scramble' - the 
idea is to manoeuvre ;j craft 
through the constantly scroll- 
ing backdrops, avoid * he ob- 
stacles and blast everything in 
sight. Your principal objective 
is to knock out the dme orbs 
J but you must also be careful 




not to collide with the hazar- 
dous surroundings. As you 
progress, the timer for the 
current zone counts steadily 
downwards - to complete the 
zone, it must reach zero. The 
best policy is to keep your fin- 
ger pressed tightly on the trig- 
ger and concentrate on nego- 
tiating the nasties. If you col- 
lide too many times, a 'tlmes- 
lip' occurs and scrambles the 
timers, making It more diffi- 
cult to complete the mission. 
The graphics are really su- 
perb. The zones differ widely 
in style - on the first you're the 



pilot of a starftghter craft 
frying above the planet's sur- 
face, on the second you're Jet 
Boot Jack skimming through 
underground caverns, and on 
the third you're the comman- 
der of an attack submarine. 

Io niv ujinium. Times lip is 
one of the most underrated 
games in Atari history, if you 
enjoy shoot 'em ups of the 
Scramble variety, this one 
must be right up your street. 
You don't Just gel one game 
for your money, but three! 
Byte Back are onto a winner 
here. 




AMNESIA 



Here's a new game from 
the group of Scottish 
Atari enthusiasts who 
recently launched a disk 
magazine called 'Excel'. The 
first edition received a very 
favourable review in these 
pages. AMNESIA was included 
with the first issue fat least 
two others have since been 
published) and, lollowlng their 
success, the authors have now 
decided to offer the game to a 
wider audience by releasing it 
on cassette. 

1 must admit that before I'd 
experienced this game 1 was 
expecting to find an amateur- 



ish style production - but this 
preconception soon evapo- 
rated once the loading had 
completed. All hough the game 
itself 18 intrinsically very sim- 
ple, and by no means unique, 
the programming has been 
competently done and the 
graphics show a touch ol 
class. 

The player is faced with a 
grid of tiles, each tile conceal- 
ing an animated icon. The aim 
of die game is to remove t he 
tiles in groups of three so as to 
uncover matching sets of 
icons. If all three Icons are 
Id en lica I they remain unco- 



vered, but if they're not, you're 
only entitled lo a very brief 
glimpse. It's quite a challenge 
since on each level the cleverly 
shaded designs, which appear 
to represenl various compo- 
nents of machinery, share a 
single colour, [fa not easy 
trying to remember the re- 
spective locations - but then, 
of course, that's the intention! 
To complicate matters further 
there's a time limit to keep you 
on your toes and, unfortun- 
ately, an otherwise commend- 
able tune that plays con- 
tinuously throughout and 
soon becomes rather an Irri- 
tant It might have been a 
good Idea to include some 
alternative difficulty settings, 
as younger players may soon 
give up in frustration. A high- 
score tabic (recording the least 
number of tries needed to 
complete the puzzle) would be 
a nice addition, too. 
If you revel In games that 
challenge the mind, Amnesia 



will not disappoint you. After 
several hours play, you'll 
never need a Post -It note 
again! I "he program has been 
put together in a professional 
way and although it's very 
straightforward and not exact 
ly the most original idea 
around, it must score quite 
highly in terms of lasting 
appeal. I haven't seen the 
Excel disk magazine yet, but if 
the quality of Amnesia is any 
pointer to that of the mag, 
disk drive owners would 
appear to be In for a treat. 
Why not show some apprecia- 
tion to the guys from Strath- 
clyde for their desperately 
needed support? 



Title: AMNESIA 
Publisher: Excel 
Price: £3-95 cassette 
Players: 1 
Loading: 14' 10 

Reviewed by Paul Rixofl 
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YOGI BEAR & FRIENDS 

THE GREED MONSTER 




With their latest publi- 
cation in the series 
featuring popular 
Hanna-Barbera cartoon char- 
acters. Hi Tec have devised 
what is probably one of the 
longest game titles in exist- 
ence! Yogi Bear & Friends in 
the Greed Monster: A Treasure 
Hunt (let's call it Tt IE GREED 
MONSTER for short! 1 Is 
another production from PAL 
Developments, whose name 
seems to crop up with almost 
every new release nowadays. 
We're told that Yogi and his 
pals have received a disturb- 
ing report from Top Cat that, 
all the world's toys have been 



Title: THE GREED MONSTER 

Publisher: HI Tec 

Price: £2,99 cassette 

Players: 1 

Loading: H'45" 

Reviewed by Paui Rixon 



stolen, and they've set out on 
a quest to discover the expla- 
nation. Whilst oul exploring, 
Yogi's friends somehow fall 
into the hands of a mysterious 
Greed Monster, leaving Yogi 
all alone with more than a bit 
of a problem! Not only must he 
recover the toys, he's now got 
to rescue die other five mem- 
bers of the group. 
You must help Yogi through 
the perilous landscapes, col- 
lecting various objects that 
will help to overcome the dan 
gers and lead to his eapdve 
friends. The screen view con- 
sists of a large window' which 
flips as Yogi walks across the 
boundaries Into new locations. 
Unfortunately, the colouring is 
characteristically yukky- brow- 
nish {see gripes last issue!) 
and some of the inevitable 
nasties aren't too cleverly de- 
fined, however these draw- 
backs aren't loo serious - my 
main objection is that the 




screen shots on the inlay indi 
cate the Atari graphics are in 
ferior to the Crummydore 64 
versionl 

As with most arcade adven- 
tures, the best strategy is to 
map the layout - once you've 
done this, It should prove to 
be reasonably straightforward. 
It's nol nil plain sailing, 
though. Firstly, there are a 
number of locked doors to 
contend with - you're required 
to find die corresponding keys 
- and secondly, the locations 
are bustling with adversaries 
that can drastically reduce 
Yogi's food supplies. There are 



a number of useful objects to 
look out for, including jars of 
sweets that can be used as 
ammunition to fire at the nas- 
ties, cans of pop that double 
Yogi's speed and Jars of honey 
that make him Impervious to 
danger for a limited time. 
When Yogi stumbles across 
one of his mates, a portrait in 
the status line is revealed. 
If you enjoyed Yogi s Great 
Escape there's no doubt you'll 
find The Greed Monster equal- 
ly worthwhile. Arcade adven- 
tures can be lots of fun and 
are generally very addictive - 
this one s no exception. 





Codemasters are well 
known for publishing 
games with the world 
simulator' In the title - in 
truth, they seldom seem to 
produce anything else! This 
time they've devised whal they 
claim is die "first real fruit 
machine simulator'. As every- 
one knows, simulating fruit 
machines is anything but a 
unique concept - such games 
abound In the Atari world, 
both commercially and In 
type-in format - but Codemas 
ters add credibility to their 
bold statement by listing a 



myriad of features that would 
appear to leave the competi- 
tion without a reel to spin on! 
The good news is that the 
screen shots from other com- 
puters shown on the packag- 
ing do NOT leave the Atari ver- 
sion standing. In fact, I'd dare 
to suggest that we have been 
treated to a superior product! i 
suspect the reason Is that the 
game was developed indepen 
dendy by a guy from Callisto 
Computers, rather than being 
translated directly from the 
other formats, The game Is 
confined to a single screen but 



it s been designed with an eye 
for detail and due considera- 
tion for 'user friendliness". The 
author has done a terrific job 
with die colou rs - there are so 
many that It looks like the 
aftermath of an explosion in a 
paint factory - which goes to 
show that there's more to 
Atari programming than a few 
shades of yukky brown (other 
programmers PLEASE take 
nolcl). The controls are fully 
joystick operated so all you 
have to do is point and click a 
'hand' that pops up at the 
appropriate time. 
There's no need for me to ex- 
plain the objective of this 
game, suffice to say that you 
start with a couple of pounds 
and inevitably end up broke! 
As usual there arc 'nudge' and 
'hold' features plus the option 
to gamble or collect your win- 
nings. On the right of the 



screen there's a spiral maze 
and. In the centre, a character 
called Dizzy'. If you collect a 
fruit bearing a digit, Dizzy 
Jumps a corresponding num- 
ber of places around the maze 
- If he land s on a letter you 
can gain goodies such as extra 
nudges, a free spin or some 
money for the credit bank. 
Far from being "just another 
fruit machine simulator', this 
one is probably the best you 
can buy. If you like gambling, 
you'll find this game is incred 
ibly addictive and great fun - 
and It could save you an awful 
lot of money! 



Title: FRUIT MACHINE 

SIMULATOR 
Publisher Codemasters 
Price: £2,99 cassette 
Players: 1 
Loading: 9 , 30" 

Reviewed by Paul flfjfon 
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DOS CUSTOMER 



DOS 2,5 from Atari is well documented and user-friend- 
ly. Its documentation is detailed enough to let you 
configure your system. With a few POKKs you can set 
verify on or off, decide on the maximum number of open files 
at a given time, and so on. Compared to us, IBM users, for 
example, have to reboot their systems every time they want to 
change system configuration. 

Whenever 1 look for the right POKrv however, I have to go 
through old books and magazines to find what 1 am looking 
lor. Thai is why 1 June wrillrn C'STMOOS. It is a menu driven 
utility that enables you to modify DOS to your needs, and If 
you like, you can save your modified DOS- SYS file to disk. 

Type in the accoiri^invinL hsrinu. rSTMDOS.HAS. ehiTk ir 
with TYPO 3 and SAVE a copy before you RUN it. The program 
displays a menu on the screen, and a 'greater than' cursor (>). 
You can mow the cursor with the up arrow and down-arrow 
keys, Holding the CONTROL key is not necessary. To change 
an option that the cursor points to, press the RETURN key. A 
"prompt window" at the bottom of the screen will let you specify 
the required change. You can leave the prompt window at any 
time by pressing the ESC key. 



MENU OPTIONS 



Here arc the menu options, one by one: 

Maximum # of open files 

As you probably know, you can open a few files simultaneous- 
ly. DOS 2.5 defaults to a maximum of 3 open files, bul you can 
change this number. Remember that increasing this value 
decreases the available memory of your Atari by 128 bytes per 
file* so do not use more than you need. If you really need more 
memory for an application, you may try to decrease this value, 
keeping in mind that the application itself may require a 
higher number, and you may need to experiment. Available 
values range from 1 to 7 (there are H iOCBs. but IOCB #0 is 
always used for the screen display). 

Active drive #s 

As it comes from Atari. DOS 2.5 recognizes drive numbers 1.2, 
and 8. This is because many users have two disk drives, and 
on a L3GXE computer there is a RAMdisk available, which is 
treated as drive #fi by the system. If you want to attach more 
than two drives, you will have to tell the compuler about il. 
This option Will Show you a table of drives 1-8, allowing you to 
toggle any of them. After setting the needed changes, press 
RETURN to accept the change, or ESC to abort. Each addiuon- 
al drive eats up 128 bytes, so again, do not use more than you 
need. 
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Yuval Rabinovich presents 
a handy utility that means 
you can have your own 
version of DOS 2.5 



Verify 

Atari disk writes are slow, but safe. This is because whenever 
the computer writes anything to the diskette, It Immediately 
reads It to make sure it was properly written. You can turn the 
verify off. effectively increasing the speed of disk SAVEs* 
Although it is theoretically less safe, I never had any problems 
with diskettes written without verily. Experiment with your 
system to find out whether you need the verify on or not. 

# of writing retries 

When the verify is on, any disk write error will be captured, 
and (he computer will try to write again to the diskette a few 
times before it reports an error. The default is retry three 
times, but you can change It from zero to 255. Personally, 1 
would not recommend to make it more than 3, because if the 
disk is in such a condition that three retries are unsuccessful, 
it is best to copy all the diskette files to another diskette, and 
throw the damaged diskette away. 

Drive for DVPSYS 

DOS 2-5 has a file called DUPSYS that loads whenever you 
type the DOS command from BASIC or boot the computer 
without BASIC. This file has the familiar DOS menu. On 
computers that have less than 128K memory, this file Is loaded 
from drive #1. On an Atari 130XE. that has 128K, a virtual 
'RAMdisk' Is formed from 64K, and the DUP.SYS file is copied 
to it. Later, whenever you access the DOS menu. It is Instantly 
loaded from that part of memory, which is treated as drive #8. 
To conclude: DUP is loaded from drive # 1 on most machines, 
and from drive #8 on machines that have 128K or more. 
Although it is usually very convenient, one might want more 
room on the RAMdisk, and to access the DUE 1 from another 



ek i he* mmim rttiiiit i tt jiii i n 1 1 1 1 i f i tt i t amm 

LL Z »EM tt DOS 2.5 CU5T0MIZER tt 

GE 3 REM B by tt 

EY 4 flEM tt Yuuai Rabinouich tt 

HC 5 REM tt tt 

NJ 6 REM tt HEM AT Aft T USER - AUG 1??A ft 

ro 7 Rtri mni ii i rrttnm i rn m i mm i t i iiu 1 1 1 1 1 nmtHuumi 

NN ft REM 

GP 1* GRAPHICS 0 : POKE 82 . i : POKE 8I,3»;P(lK 
E 752.1:? I? " H.WMj1L4J r T'ff^ 



MB 15 IF PEEKC1913) <>80 AND PEEKCl*13> <>8 

7 THEN POKE 8 2,2: POKE ?52,B!? ! ? **Thi5 
is not DOS 2*5":EHD 
T4 ZQ DIM FN$<*8J , RETS 135 ,8IN$fl6> :FNS = "D 

i : DO'j . SVS" ; RET$="AQO" 
CO S8 7 :? *'> A, Ms x i mum tt df open files 

*1-B5 ! 11 ; PEEK C 1 80 1 ) :POKE 82,3 
DM 60 ? s? "2. Active drive tts : « j ! GO^UB 2 

BOO:? BINS 

TL 70 ? " MMtiEJIIEll 



bw 8* ? »l, verify: E)";jif peek < 1313> =87 

THEM f "ffl ":GOT0 ?* 

eh 81 r "HI " 

au *o ? ;? » of writing retries; ";PE 

EK C 

100 ? !? "5, DPiue for DUP.SV5 ti~8* ; 
";CHRS (PEEK C5439) i 
IM IBS POKE 85.1;? *' . ... 



Kft ill ? »6. Write new DOS . 5 ¥5" 
5ft 120 ? i? »7. Format a new disk" 
UU 125 ? :? Exit to BASIC 1 * 

TW 127 POKE 05,1: f " 



kz i;<« -> : ? : go sub iwoo 



less used drive, such as #2. Therefore, the option is given here 
to set any other drive dial the computer will access whenever 
the DUP menu is required. 

Write new DOS.SYS 

After setting all the above parameters, you can write □ modified 
DOS .SYS file to a diskette. When you taool with this diskette, 
your preferred options will be automatically set. If you do not 
save this file, you will have to set the parameters again whene- 
ver you lum the computer on. You will be asked for a drive 
number. The computer will check if a DOS- SYS file already 
exists. If it does, you will be asked whether you want to 
overwrite it. 



Mil 200 POSITION 2,1: OPEN ttl , 4 , 8 . "K ! " : POKE 
82,1 

AA 210 GET ttl , K : IF K<>45 AND K O 61 AMD K< 

>1S5 THEN 210 
JG 229 IF K045 THEN 25* 

BE 230 A=PEEK(B4J -2IIF A=l THEN A = 17 

HO 24© ? '^"iPOSITIOH I, A;? ">"j:GOT0 218 

LF 259 IE K O 61 THEN 288 

GL 260 A = PEEK<84142;IF A=l? THEN ft=3 

HN 27* ? "*": POSITION 1,0!? ">";;G&T* 218 

AT 286 RO H=PE EK C. 843 2 LOCATE 3 , ROW r K : K =K -4 8 

: ? ■■*'«; K! POSITION 2, 21:? "0"; 
IB 285 IF K=8 THEN POKE 82,2: POKE 752,0:G 

RAPHIC5 0 : END 
AL 250 Oh K GOSUB 300,400,500,600,700,800 

,?QO:GOSUB 18O0i POSITION 2,R8H:? " + *■■; 

:GOT0 219 

RH $88 ? "How Many open files do you need 
at the sane tine Cl-flj >1* 

"; 

*-G $10 GET ttl,K :IP K = 2? THEN RETURN 
BR if 28 K = K-*BEIF K<1 Oft K>8 THEM 318 
IH 338 POSITION 37,3:? K ; : POKE 1801,K:RET 
URH 

50 408 7 "tf'jBINSj" Elglfmtl to accept 

HUH Dlliail ED ra^f to abort 
Eoter drive ti to toggle Ci-B> >■*" 

9 

JK 495 B£N = PEEK f 1 8 O 2 J 

DD 418 GET ttl,K:IF K=27 THEN BIN=PEEKC188 

2» TGOSUB 2000:? "Q" : RETURN 
FL 428 IF K = 15S THEN ? "D":POKE 1002,BIH: 

POSITION 22,5:7 BIB5 ! RETURN 
CZ 43* : IF K<1 OR U> 8 THEN 410 

UE 440 POSITION 33,21:? CHRi (K+lVfri : LOC A T 

E KW2,l» f T;IF T343 THEN ? "4-"; ;8IN=DI 

N-ZAtK-U ;BIHSeK»2 f K«21='*-"fC0TO 410 



continued « 



Format a new disk 

It would be a pity If, after all the careful parameter selling, you 
realize thai you have forgollen to formal a new disketle. There- 
fore, the option is given here to format a diskette. After you use 
this option, you can write to your freshly formatted diskette 
the new DOS SYS, using the appropriate option. 

Exit to BASIC 

After you have finished with the program, you may exit to 
BASIC. Your preferred setting will remain active in memory 
until you turn the computer off or change It again with I his 
program. 
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DOS CUSTOMISER 



ty 450 ? ■*++"; :oIM=aiH+2^cK-±3 :bi«*ck*2 h k 

=■■♦« : goto 416 
ZJ 500 ? " rTAJim toggles verify L*lil can 
eel s" i 

TH St* GET ttl, K : IF K<>27 AMU K OlSS THEM 
510 

HZ 528 IF K=27 THEN RETURN 

CD 538 K=CPEEK €19133=803*7+88: POKE 19X3,11 

:POSITI8M 15,7 
05 540 IF PEEKC1SI33 =87 THEN ? ■'131 '* S RETU 

R H 

LU 550 ? "HI "RETURN 

TC 600 IF PEC* C19133 -BO THEN ? "MOt avail 
able with ver i f y fSKMM Press an 

v key to continue"; : GET 1*1 , K : RETURN 

YE 610 T=PEEKI1948J ; K- 1 + t T> 93 + C T> 993 : RET* 
C4-K3=5TR*CT1 

qc 520 7 "How Many tines to retry ee-2553 
>"i 

sw 630 POKE 65,35:7 *ET*J 

LP 640 GET tti P tf:lF K-27 THEN RETURN 

LB 650 IF K- 155 THEN 68B 

JQ 660 K = K-4S?1F K<8 OR THEN 6*6 

DH 670 RET$-RETSC2J ; RE T $ C 33 =5TR$ CK3 TT=vAL 

CRETS 1 ;G0T0 630 
BL 680 IF T>255 THEN ? i? '-EHUWher too bi 

9, Hit any k«y"J : GET ttl,Ks? "Qf"j :G0T0 
646 

66 690 POKE 1946 , T t POSITION 2fr,9:? f J" " 
; RETURN 

te 700 ? **Enter drive it for 6UP . sys >■+"; 

LK 716 GET ttl , K ; IF K = Z7 THEN RETURN 

GP 720 K = K-48 ; IF K <1 Oft «>8 THEN 718 

UK 738 IF BIN* <|C*2 , K*2 J =" + " THEH POKE S43 

9,K+40: POSITION 31,111? K i RETURN 
OK 746 ? CHR5 CK + 1763 t? "Ql>*";Kf": is not a 

n active drive . Hit any key 

to continue."; 
EN 758 GET ttl , K f ? "□+" ; : POSITION 28,21tG0 

TO 710 

ec see ? "Write dos.SVS to what rfrive >■+ 

I "i 

LY 005 GET ttl , K : IF K = 27 THEH RETURN 
HU 818 K=K-4ft!lF K<1 6R K>8 THEN B05 
KL 015 ? CHRS CK+176* ; : IF BIM$ CK*2 »tC*2J=" + 
» THEN 830 

HE 628 ? :? "□&";«:": is not an active dr 
iv* . Hit any hey to continu 

«*« ■ 

ER 825 GET HI , K I? "Qt"; : POSITION 3B,21:G0 
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TO 685 

H«J B38 TRftP 880iFM$C2,2>=STR$CK> i C LOSE ttl 
; OPEN Hl*4, 0,FM5iCL6SE ttl : OPEN ttl, 4,0, 
"* ? " 

TZ 635 7 "Q'-jFHSi^ exists. 

Overwrite it? W/*»>i***J 
RH 840 POKE 694,0 ! POKE 7BZ,64lGET ttl j K : IF 

K<>27 AMD K<>78 AH0 K<>89 THEM 848 
DL »45 IF K-27 THEN TRftP 40000 RETURN 
OR B50 IF K-78 THEN 7 "0"j:GOT0 60S 
YN 8S5 ? "Q" j ; CLOSE ttl ! HIO 36,81 ,8,9, FNS 
HA 060 CLOSE ttl!? "0 Writing " f FN* J : OPEN » 

IjSjBiFN^iGLO SE ttl ! OPEN HI , * , B t "K S t TR 

AP 40006; RE TURN 
GO fiBO CLOSE ttt! OPEN ttl , 4 , 0 * "K : ** ! TR AP 600 

! f =PEEKfl951 :IF T=176 THEN 860 
vy oas ? "^unexpected error tt"; T;" . 

Hit any key to continue."; 
CO «90 GET ttl.lt:? "ff^SfcOTO 680 

Kf 980 ? "Enter drive tt to fornat >■*■"; 
L.H 9IO GET ttl, K : IF K = 2 7 THEN RETURN 
JB 926 K"K-48:IF K<i BR K>* THEH 918 
MM 930 IF 8INStK*2,K*23 ="+" THEM 566 
QZ 948 ? GWR$ CK+1763 i * "QD" J IC ; " ! is not a 
n active drive, Hit any key 

to continue."; 
FJ 950 GET ttl.K:? "Ot" ; : P6SITIOM 26,21 :G0 

TO 910 

bk 960 ? "DHit Lliimn to format t"fk!] a *l I 
abort s . " ? 

JJ 97B GET ttt,KiIF K<>27 AMO K<>155 THEN 
97R 

HP 980 IF M=27 THEN RETURN 

UR 990 TRAP 998 : FM$ t2 , 23 - 5TRS CK J J CLOSE ttl 

:? "QFor«attmn4 " ; FNS ei, 33 ; ; MIO 25 

4,ttl,0,6,FNSCl,3J : OPEN ttl ,4,0, "K ! " I RE T 
URN 

PM 990 CL05C ttl : OPEN ttl , 4 , 0 , "K ! " ! ? "flUnex 
pec ted error tt'*; PEEK C1953 ; "- 

Hit any key to continue,"! 
E1> 9S* GET tti,Ki? "D";:6BT0 900 

mz 1000 position 3,21:? »U l^ai^Q M*>we 
[3MH0O select"; sreturn 

TH ^080 BIN$~" T ----- - -»:BIN=PEEKC 

10O23 ;!=120JT-8 
CO 201O IF BIN>-I THEN BINS <T*2 , T»Z3 ="*" : 



BIN=BIN-I 

AD 2028 I=I/2iT=T-HIF T>0 THEN 201O 
A J 2030 RETUON 
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SERIOUS 
SOFTWARE 



This issue we continue the more serious software and also have some 
games software at very special prices detailed on the inside front cover 
and in the following pages. Some items previously advertised are now 
sold out but there are still a selection of word processors for you to 
choose, from the most simple to the most complex - the choice is yours. 
Also there is one comms packages left and lots of educational titles. As 
always we are able to offer these items at considerably less than the 
recommended price so check through these pages. 



NEW! 




DISK 
ONLY 



MICROSOFT BASIC 

Microsoft Basic II ts now sold out but you tiui .-nil 
practice prugrammin|j in Ihe standard BdSiu if you have a 
disk driw. MkfWl Haw is ideal is you. want to conveN 
program* from other machines as it contains many of Ihe 

C'n ands Lhal art missing fi Alari I4,i<.k. You II be 

able to share the creation uf prut-ranis with <rther compn- 
trr owning friends and maybe type in and adapl listings 
written on other computers. 

Recommended price £9.95 

OUR PRICE £5.95 




DISK 
ONLY 



PRINT SHOP GRAPHICS 

Theofik-iuJ PRINT SHOP Graphics Library compris- 
B three wy n rt t disks each with 120 graphics unci a 
printed out reference guide uf Tin- nvvi icons. Disk I 
L i i s it*\ Unlnhn Sptecinl * Jccaskwis. Sports and mtirr. 
Disk i covers ISusiness, Svmrmls, IV1 Vthoiog* mtti 
iitlH-rs, OM.Y Sttji 1 and J NOW AV AfLABLE.Th- 
oe are till I up quality graphics in Ihe ori&u&aJ Brudc- 
rbimd l*r i ri E Shop paekan i n p„ 

Original Price £12.99 each 

OUR PRICE £4.95 each 



SPEC 


ml ■ m 


T BOTH FO 


RJLSTiS.95! 






CASSETTES 



INVITATION TO PROGRAMMING 

THREE PACKAGE OFFER! 

Cusellr u\rr\ wishing tit Imrn Bustc pnisruininini; have rmtr 
lent il mi ! S.Ii'I'ilS'-kU- I hi- Tint |n-i)tr;i mming li^ink-v w( havi; 

available, we are mm alJt u> nrtrr thf Ml three part bwtMiN 

l it l h r<h£r:jininirin sprics i.<nilj»lhiiiK I IX K ciihsi-llrs jiwl run 

workbooks. The series, mvm r'undarotnlab, WrKinu 1 "ui 
Ct»u I'm^nims and jn EnlriMtutl Ion In SuuihI unit I implies, 
Wiih th™: actual, im-scrren, examples your programming 
Im.ik^ hLilf ,-,, nK . ;ml j |„. r j | j | iL r s r m»ll 

piMnij-iiiis in mi lime. Slart to pru|iraili mm j[ l]ur lnir K jiir 
priccf 

Original Price £32.97 

OUR PRICE £5.00 




TELELINK 



ROM 

CARTRIDGE 



The simplest lu use comms package ever available, 
jusi plug it In and got I delink ~k a bask, no frills. 

Mllll IL" 1 1 |4 HIS program thai will have you up 1 iiiid 

running in no lime. Ideal for simple access of your 
Local Ktdlelin Hoard or fur access to the major Inter- 
national Information Services. Optional dump of buf- 
fer to a printer. The most hasie of facilities but the 
simplest and quickest to use comms program avail- 
able. 

Original Price £14.95 

OUR PRICE £4.00 



MASTERTYPE 



NEW! 



Now anyone fan learn lv ty pe whilst playing a ehaJlenRinR 
game. Masiertype was one of Ihe original 'game bused" 
typing tutors which requires you to zap enemy words as 
(hey approach from Ihe four corners uf ihe screen. Bui it 
not really a Eame for. before you realise it, you will 
become quitf proficient on the keyboard as you progress 
through IK ii-sso^s i>( imreasinu Lomplesity. 

Recommended price £14.95 

OUR PRICE £2.95 



MasterType 



ROM 
CARTRIDGE 



BASIC COMPILER 

Compile your Basic programs into 651(2 machine 
code! Cniikc other compilers which require a separate 
run-time program the Pata&ofl Basic Compiler cre- 
ates stand alone programs in machine code wilh the 
:nhU-il ln-iu-til uf also creating assL-mhU r fib s I b;i1 can 
be used with trther Asm 1 m Liter programs, Could be an 
ideal way 1o learn Assembler, just write a routine in 
Basil, compile il and study Ihe same routine in 
Assembler! 

Original Price £2935 

OUR PRICE £4.95 




DISK 
ONLY 



LETTER WIZARD 

Tor those who need a Utile mure sophistication in a 
word processor. Letter Wi^od u^cs you all of the 
busk features y ou would expect plus mall merge, 

prill i m1 -Minted p.Luc-v hiudi ri .irid router-., hijih in- 

page numbering and a whole bust more print formal- 
ting styles. Although sel up fur Epson compatible 
printers or Ihe NEC S02J, control codes can be senl 
direct to Ihe printer. Comes with an easy to learn and 
use manual plus a handy Quick Reference card. 

Original Price £19.95 

OUR PRICE £8.95 




DISK 
ONLY 



TEXT WIZARD 

tr you don't need a very powerful word processor hut 
sliil Haul to use your Uari lo help with producing 
written documents Text Wivard could he the answer. 
A simple to use and easy |o learn word processor that 
has the basic features such as search and repJacc, 
move and duplicate levl and straightforward print 
f>r retailing including double column print out, 'The 
prirtl commands are sel for hpsnn compatible prin- 
ters. Te\t Wizard will gel you printing without geltin^ 
you confused. 

Original Price £29,95 

OUR PRICE £7.95 
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NEW! 




CASSETTE 
ONLY 



STATISTICS 

A general statistical program in which yuu 
enter vour data to discover various statistics 
including, mean, mtide, median* standard de- 
vjalkin, win ills, skewing kurUiis and nmt 
mean square. Data can be altered and saved. 
Ideal For school work or studj. 

OUR PRICE JUST 99p! 



SCRAM 



NEW! 



A nuclear power plant simulation in which vm *l 

leam Hi ^penile the platH under normal mid emergen- 
cy entidiliorKi- t he program trains yuu In the opera- 
tion of I he plant and then tests yuu wllh a qualifying 
exam ill the form nl"a game. I bice >"» »rc in charge 
vuu Will find earthquakes break Lfift H^mportenU and 
\\m will have to find I he hesl wa> tc* repair l tie 
inmallaiimi .mci keep it going In avoid meltdown 

OUR PRICE JUST 99p! 




CASSETTE 
ONLY 



NEW I 




CASSETTE 
ONLY 



STATES AND 
CAPITALS 

l earn ike geography or the United Slates with 
this program which draw* outline maps of each 
of the States and asks you tn identify it and its 
capital. Useful for school geography and tor 
anyone interested in the USA* 



OUR PRICE JUST 99p! 



KINGDOM 



NEW! 



Lkv you have what it takes la rule » country? This 
-inuiiiiiinn puis >mi in LhiirUi.' ul' i» small iigritLillurai 
kingdom in whieh vou rnusi (IcU-ruiim On- UirmiiH! 
Mralegv for I he long term benefit of the coaimudity. 
I ataslruphe* befall the people and the crops, and yuu 
must determine how best to regulate the buying, 

vellinu ami p Lin ting iri cvoov lr sUitcsslol y.m 

le-L-tJlled but Ihim long can v,,u hufmu ■? 



OUR PRICE JUST 99pl 
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Published price £7.95 

OUR PRICE £3.00 



Books ft* the Atari X-bit computer-, are no*' beeottune. 
vert difficult to obtain *ith almost alt the Compute! 
titles mm out of print so we are rfr> pleased to haw 
bettt able to secure a supply <>} s*>mt of the , cl rh tlrnnii 
btHtt* covering the XLXt: range. Hon' I he put off by the 
iow prices, ve are only passing ffJW r 'be enormous 
wnNfi w* hare been able to tibtain. All these book* are 
found new and most art- \hrink wrapped so sou trdt find 
them of top qualitr- if you are inSereittd in program- 
ming *ith your Atari almost alt of these batiks mill hetp 
in wmt vat undat these prices you tan afford t» 
experiment! 

Please note that because ot the high co»l *l posting 

books onlena will tihl-v tie aewpted rflheEl.DO 
ppsiage Chirac shown on our order form m I 



THE 130XE HANDBOOK 

\ pr<nirjminlrtB atmtk whkh cm-em ill* an\y Ihr machine 
mentioned in Ml mVkt rail alsu the tSXE, BOOXl and 
earlier nvHhdelh. The book will mfcc jo* fl-'ni the first 
ps in p, Jmcninn up «" writinj; ui*»d, slrudured 
prH»«r«mS- One chapter is rievulcd in the suund cap*blle- 
tkrv of the XL/XE with detail* nf the Mrtind chip tlself 
jOIhhmiiik MM t-u creule mnre sounds tblin u normally 
possible w Ith Husk. K^ir chuplers fli^w w -anhirs includ- 
tav DbpHij l.iM pr-gr^nimiTiK. H^ivlt Mi-mU- t.rapbkv 
and redtnniny chararlent I heiv #re IMlMll I *pp*n- 
diees.L h i,*rint K«^k mmmalldH:. Krror 4.odf<, situud and 

Hihli nrerencex P«d n«cb P»n". An Weal 
Tlh navire urtd dnlcrmrdi»t^ pruRrauimers. 



EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

TU> IX-* wrnl Mil »t print ^ years a K u and we havf 
iH-vin «arrhjllR for a replacement ev*r since. We are 
dhsolulrlv. rtflinhtud In h^t Unxul innri' -,r...ks cif uov uf 
Oie l.v^t be«inner > nooksi e^*r publiMltd Over Ihc past 
imipk Hh1 "wan, wheiif^" uimutni' phiimrtl l«r a 
h« pinners hot* « prOKTammiiif! we hare advwed then |Q 
Iry and find a r*<^nd hand k«p> «r lliih IhkiIl n»« 
can huy it wmv aeain. brand rvL v» " Hy the tnd ul mis 
li.Khk um ll »m- wriiiim >n"r own pn^rum^. m>l liidin K 
tb«e with Ml uraphk* and ™»«<*- 




OUR PRICE £5,95 



ATARI ADVENTURES 

An e*™lk-nl binjk wrillcn by *d\enlure €%pert I uiiy 
Brldt,* s ™»erinn advenlure*- in n.enwral and AMaf b*" 
ynu can »rlle y*"«r own adventure 1 ; on Ihe Atari. Ibis 
hiHhk has In fuel rormed the twwfcs for mnW «f tin- 
adventure IbllnRx that hiv* been pi. Wished in rAtJK 6. 
I ,,ni wiM laki- vnn llH«ut;h tsainpl" at cwninwrruil 
adveniures wilh nf t»ick K i^ond to all different lypes 
hkF adventure and Ihen sho« >^U hiiw all Hu'*' id. ■ i»i 
h* put binetbee In yimr very nwn adventure- I'hwe i* a 
plavahk iidseillure leitiiiH called I he Eye iif I he Itar 
WaVrinr ti» *bow y*m juvl bow il all v^nies Hmr1h*T. 
I mil thin L- >»» in-L-d I" tnow 1" "f<^ V >ul " 




Publithed price £5.95 

OUR PRICE £1,50 




Published price £8.95 

OUR PRICE £2.00 



MICRO ENQUIRER 

^ httm f mmm * b4mk ,hi<, <" vt,rs ,B,? tt " rin ,lf «iern« in 
general with Mtme sp*C<tk Aluri MXUmm, I be riiM»k 
r^mtaiiU a mi uT v^rtllwhiU backi;r4Miiid iiilWnuiti"" 
home ctanputinjt and in ideal fur lb<m*: vt h„ are receflt 
convert nr who want (n fvpartd I heir aener4il kiuiw k-U|Ue 
1h r cm"ivnlers. Il covers all muCs ud l^pic MH'ludinK. 
lan«M*Ke*. bulk-On hnards, I Al), Dala |TNM.essin K . Prin- 
ters, Artificial Intelligence and much. more. There are a 
few Atari specilk: pnJfirainn l« illustrate vaf frv* cuncet>t« 
bUI generally fl>^ h,M»k ^ill ftilfil a need to knihv. Ml 
*rM«it Ihe w-M-ld urcMlipulinu in Kenerul. Law birmat 
wilh "VlH- 1Mb pHW- 



WRITING STRATEGY GAMES 

If you are ted up wilh -simple arc*** style Maine* 
not sure tif Ihe malUs required In wrilinu thinkiun' 
(taints like cheh- h^re K a Ikm* thai *W help you out. Iw 
vtrlle Rames Of *1rale»y Hlftrt l Ht H*f » hm.wiedRe «f 
proerAmminfi hut uIm> of ccrtaui MDtbematkflt P-d cod- 
Utg techniuUc^ This btn* is pished al an bUrrmedili* 
In- Tel. ;i ■.■.u mini! I hill s*'» Jilreadi know s.miil- Mari H;«sIl. 
Machine code pn«rflnmer^ aff alst. catered r ( tr with 
man> hints: un hi«w tn modif} the ruulines The book 
covers the proKrammiMR tbe«ry behind intelligent K anies 
hebu-e rauthne on lu prarticul e samples al wrtlinn. up x 
che» biwrd, muving pieces lt ,^ plah inn thruuah. I here 
are Mimpk name* for draoehl« r chess and ulllrr strale K y 



writing ttttitognj 




Published price £5 95 

OUR PRICE £1.50 
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LAPIS PHILOSOPHORUM 



(Jite ufthe best graphic adventures released on the 
Atari which is suitable for alt Ahilibw A mystical 
adventure sel in a small country in which thr King's 
step SMI h» pviHMd the Kinu to gain the throne. 
Thf Vlj^u iaiiH have failed to cure Hit- il.fing King hut 
CM you? Yuu will need Eu find the philosopher^ Miku- 
among HJH different wvvns and v,l[h sewn possible 



DISK 
ONLY 



Original Price £9,95 

OUR PRICE £1.99 
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HI FN - RAJ N BOW 

















DISK OR 
CASSETTE 



JUGGLES RAINBOW 



A first computer leanaini; L'\ pc r ic iHV for children 
ai>ed to ft Ihat teacher Ih*- concepts of a hove, helou. 
Icfl and ri|£.hl plu* letter recognition allowing the child 
lu enjoy learning with colours and music unc) 
they can create and play themselves. 



OUR PRICE £5.95 

NOW ALSO ON DISK! 



CAVERNS 0* MARS 




DISK 

ONLY 



CAVERNS OF MARS 



Winner thf one irt'thefirsl Atari prugi'ii mining com- 
petitions, this was one of the firsl vertical ICfglleri 
and reimains ■ much sought alter original game. 
Descend through the caverns avoid ing minus, and 
pkkuig up fuel. Highly playahle and addictive, only 
one or twit have made it lu the buttnm nf the cavern 
to discover the secrel I hat awaits them. 

LAST FEW WfTHOVT BOX BUT WITH FULL 
ORIGINAL MANUAL - LOWER PRICE 

OUR PRICE £4.95 



f § It 




frtfil t Q 



DISK 

ONLY 



TIME and MAGIK 



hree of Level 9's famous ad ventures in one 
package. This Includes LORDS OF TIME, 
RED MOON and THE. PRICK OF M AGIK 1 
Hive you muni Injurs of pu/zle solving and 
exploration td'llu 1 unique ^nr-lrk r rented l>y 
I Level 0. All these games have received top 
reviews. Now you can try them at a very 
special price 

^Originally £1 L95 

OUR PRICE £5.95 




DISK 
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SILENT BUTLER 



The all round personal finance planner that keeps 
I rack of three bank accounts, maintains income re- 
cords, reminds you of birthdayy anniversaries and 
implant dates and generally keeps >'OLI up 10 date 
on your Financial status, 



OUR PRICE £6.95 



SKYWRITER 



Help vour children learn how lo create comple* 
words with a fun same Ihat will keep ihem happy 
while thev learn. A two syllable word Is given and the 
child has to recreate thai word from its parts which 
flout across the screen rm clouds. A simple CO n re pi 
hut une which teaches in an interesting way. Suitable 
fur ages 5 upwards. 



Y WRITER 



NEW! 



Original Price £12.99 

OUR PRICE £4.95 




ROM 
CARTRIDGE 



JUGGLES HOUSE 



\ not her for J lo ft year "Ids leach inu Ihe concepts of 
inside. uuMik 1 . upper :\\\d lower with JuggbV House 
and Tovshelf. each game also includes a ^playground' 
where children can try out these new ideas Tor Ihem 
selves. 



OUR PRICE £5.95 

SPECIAL OFFER - PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9.95 




CASSETTE 
ONLY 



TOUCH TYPING 

Everyone who uses a computer need*; to brush up on 
their typing and niiH you can learn lo type like a 
professional lypisl with (his complete luluriak I ouch 
Typing presents 91 self paced method of learning by 
letting you practice typing letters, sentences and para- 
graphs. The computer determine* words per minute, 
number of errors and your weak points, kaiidom 
sentences are generated to drill y ou In those areas. 
Cotllalns two easseltcs and inslruclinn manual. 

Previously £19.95. 

OUR PRICE £4.95 




CASSETTE 
ONLY 



TYPO ATTACK 

A typing trainer based nn the Space Invaders concept 
in which you hone iijj ynor taping skills by blasting 
falling letters. An enjoyable way iu learn ihat wi 
quickly enahlc you to recognise the keys withuut 
having to look at the keyboard. 

Normally £12.95 

OUR PRICE £6.95 


TYPO ATTACK 

™ 

ROM 
CARTRIDGE 





MUSIC PAINTER 



An exciting educational prc^no" thm helps m teach 
music by using colours Instead nf notes. Change the 
fifteen supplied simgs to feature difTerent instruments, 
make Ihe notes longer or shorter or transcribe your 
own sikiijs. mnsiLal know U-due required to make 
your own great music, Children or adults alike will 
get great satisfaction from being able lu create their 
very own music 



OUR PRICE £7.95 



Music Painter 




OISK 
ONLY 



New Atari User - Is Jue 51 47 



/f *?unt&en Selection 

More software for your added enjoyment ranging from adventures to arcade games and serious 
software. Check out Vhicalc - we onty have a few copies left! 



PLANETARIUM 



BACK M STOCK! 



Fun or education? Ilolh really in Ihis fascinating l«<»k al the heavens. Over 12Ufl 
stars. Mt constellations, the solar system and more than deep-sky objects art 
depicted in I his program thai allows you to view the universe, You Can make 
stellar and planetary maps, study eclipses, learn about latitude and longitude 

and much more. 



1 050 DJRIVE only Normally £16.95 
Please stale when ordering il ai in DDlf^C C Qf* 
yem have a US Doubter fitted UUn KnlLC L O-tJO 



KABOOM 



WEIrV/ 



t'hallengc the Mad Roiiiher as he tries to homh vim hue iff sijiht, fun iou catch 
his bomhs and rlnwse ihem in lime" llr would you like to he the Mad Bomber 
and trv to flatten one of vour Friends? Lois of excitement fur one or two players 
in this addictive arcade gamp thai won awards Tor Best Audio and Visual Effects 
when il was first released. Simple yet addictive. 



ROM 
CARTRIDGE 



OUR PRICE £2.95 



NEW! 



ATARI SMASH HITS 7 

This is incredible! POUR of the brs1 ^unes 1or Ihe \t.tn In one puck the 
amazingly low price or just £2.W. Are these sub quality games? No sir! Nol wilh. 
Colossus 'r:hEss ^Al, Elcctraglide, Blue Ma\ and Alley Cal as the selection, any 
one of which would be a bargain al t2.W bui you get all four! You had better 

hum ! 



DISK 
OMLY 



Recommended price £1435 

SPECIAL PRICE £2.99 



SCREEN DUMP 1020 



new 



limners ot" [he HI20 printer plotter iU|| he delighted with Ibis utility which has 
been u n a ■* a 1 1 ahJe foi s lon^ lime. Now Atari Artist pklures can be dumped to 
your 1 0211 in FULL COLOUR. JtkSt boot up the lape, select yuur favourite 
picture and let I he software do the rest. 

CASSETTE OMLY 

Originally £14.95 OUR PRICE JUST £2.95 



HOME FILING MANAGER/PAY OFF 

DISK ONLY 

The Home Piling Manager record keeping system I hat simulates index cards op 
your Atari, keep* track of almost anything logrlher with The Pay^Off Adventure 
■ your chance lo sample an adventure in classic style. Ihis two disk hi mImi 
includes some top class graphics demos. 



SPECIAL PRICE - ONLY £1 



MACRO ASSEMBLER 

The Macro Assembler will allow you to create your own machine language 
games and applications rive times faster than with the Assembler Kditor 
cartridge and it can assemble as many as IfrOtl symbol definitions with no limit 
on program siae. You can duplicate code, optionally assemble code and modu- 
larise your program. A Program-Test Editor is included. 



DISK 
ONLY 



Normally £1935 

OUR PRICE £7.95 



NEW PRICE 



TAIL OF BETA LYRAE 

Our A*Z Of Alari Software series says "The ultimate Scramble' clone with 
superb graphics and music. This humdinger of a horizontally scrolling stoml 
'em up was written hy Philip Price, and the music was by llary (Jilbertsnn. 
They later went on to write the > Alternate kcalily ' games." This is one of the 
few original 'classics' right op Ihere with the lop arcade games of all time. <iive 
your eyes, ears and reaction* an iinfortcttalile Uvul! 



DISK 
OR CASSETTE 



Original Price £735 

OUR PRICE £1.99 



RIVER RAID 



NEW! 



Hi is heal -selling, all out battle adventure from Aetivision will have your palms 
s wealing as joo flv up river bom hi up fiifin.i h ridges, avoiding lethal choppers 
and hot air balloons. Can you survive far enough up river to discover lis secret." 
Few can. Now this I or 2 player name i' in yours at the lowest ever price. 



away! 

ROM 

CARTRIDGE 



Recommended price £1235 

OUR PRICE £3.95 



ZAXXON 



NEW! 



On* of I be all time classics for the Alari, Zaxxon set new standards when firsl 
issued and was copied many times. Pilot your craft aenws the unique .1 
dimensional balllefield shooting enemy ruel tanks, anli-airrrarl tanks and hiis 
wk'u lu-foii hiunvhini: olT Ihnnmh space for l he uliir^iN' eiHiflkl hiilh a rrbiplitH 
robot ■ few have got Ihis far! Zmxxvb. often copied, never hctHred and SPA F K 
al this incredibly low price! 



DISK 
OR CASSETTE 



RRP £7.95 cass/£935 disk 

OUR PRICE £2.99 



TIMEWISE 



REDUCED PRICE 



Why not use your Atari as an electnmic diary ? Tlmewise allows you to keep 
track or all your appointments and important dales on a daily, monthly or 
yrtrlv basis! Now you can dispense with ynur diary and let your Alari do the 

win-k". II yi.u tune ;i |iri.,n . limewise allow* i prim ou1 llu information 

a vuriely nf j^sey v 



DISK 
ONLY 



Originally £2239 

OUR PRICE £3,95 



PROOFREADER 



I sers of Atariwriler will he delighted wilh (his, ihe long lost spelling checker for 
the Aiariwriter caririd B e! Proofreader may be loaded alongside Atariwriler to 

l; i w ■ inManl access ■>• a dictionary of Jh.OOO words. If that is not enough you 

can add your own words as you gu. Errors are highlighted on sc reen for 
correction, unusual wurds can he saved and you can htok up spellings. 



DISK 
ONLY 



OUR PRICE £5.95 



BASIC CARTRIDGE 

Why would you wanl a Bask Cartridge when Bask- K .ilmidy fmili in lo wur 
machine'.' Well some programs, especially some f ar l> publk domain programs 
won't run on the JilJXE but they will if >™ plug in the old version of Bask. 
Much more convenient than having lo hool in the old Basic from dksk and, al 
Ihis prke. worth having jusi as a backup. 



ROM 
CARTRIDGE 



OUR PRICE £3.95 



411 Issua 5 1 - Nftw Atori User 



PIRATE ADVENTURE 

'i ii ■ ■ ■ ■ I n i and a hnltlc n1 rum You'll meel up vvilh the pirate and his daffy 

bird aluuj; *»ith in:tn> slran«e sights as yuu atlrmpt Hi jjn fmm ynur Londmi 11 ill 
lo Treasure Island. < jm ntn reenter l.uiix John Silver's Inst trrasurrs? Happy 
^Hilini! mmt*y. Scml Adams i; rap hie Adtcniure »2 living you a superb 
ni-r\ kn-l iiilunliirt c plete with Rruphics unci idt-al 1'ihr iill :ij;l-s 



DISK 
ONLY 



Original price £19.95 

OUR PRICE £7.95 



HARDBALL 



American l<ea K m< baseball at it's very hesi. A highly regarded j>amc - cheek out 
the review in Ivsur 45 "THE best sporls shmulaliun nn the Alari". Look over Ike 
pitchrrs shoulder ax he throws the ball lo Ihe wailing trto or baiter, catcher and 
umpire. In Hard Hull ynu can hit. run, html, hluni and iliir. i/hnnuc the fielders 
and do every thing, yuu can do In Ike real (tame, h'nr unr nr two players. 



ROM 
CARTRIDGE 



Normally £14*95 

OUR PRICE £7.95 



STAR RAIDERS II 

Uisk version nl" I hi- fidliiu Lip to I In ijrialesl computer ruiiic. Your mlssLnn is in 
pilnl Ihe holiest fighter in Ihe galaxy ■ ihe Liberty Slar - to destroy ihr entire 
jTylrm Muster l-mif. Ynur wL-apnns- an-: I'ulse Lasers, Ichi (.'anncm* ami Surface 
Slar Bursts. Warp between iwn systems, protecting: friendly leases whilst drop- 
ping stLir Ifuisis nn the (nfmy, More great adion ■■■ Slar Raiders fashion. 



DISK 



Normally £14.95 

OUR PRICE £5.95 



JOUST 



> J wi' heWi and hoisl your lance and climb aboard an oslrkh in this 

unusual arcade gamef Ifcj battle wilh Ihr evil Howard Riders In deep spa™. 
Herndaclyls lo the rke.hl or ynu. »|ien eggs lo Ihe left ynu must learn lo lly w 

that you won^l die so very 1 :i r from home. All the ami thrills Inr worlwo 

players. 



ROM 
CARTRIDGE 



Normally £12,95 

OUR PRICE £6.95 



BALLBLAZER 



Another from l.utasfilm, this top (jualily split screen ^umr lake* place in h 
K»n*fs arena of the future. Yon are strapped Intu a Kutofnil hn\ercrarl-llkc 
vehicle lhat skims uver ihe surface of (he playfield ai SO mirlres per second. The 
<ili|i i r Is simple, juM release your Plasuiurh rhrnuuli ynur ii|il>iiIH I1I"s mial. I nn- 
plan r simultaneous play wilh flr^l persun perspective for holJi players. 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £6.95 



STAR RAIDERS 2 

I he iFriKinal Star Raiders » H updated with hetler graphics and 
is tu dear i>jih sector whiisl ensuring thai Ihe enemy do nol C 
iinolhcr part ihf the R jdn\>, It will take skill in deeiding which 
can >ihi a Fi ord m dear a sector or will vtiu have iu lew vc fa 
return later: A grrai follow- up to an all ll iriL" clnssi l . 




ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £6.95 



TENNIS 



tireat spurts fun either LkHaiiist Hie eiimpuler nr anntlicr player, ilnjllrt ur duuhloi. >Drthumls 
a«d backhand*, drhinfl appnisieh sluMs, iingh rJ vnllf.vs. ovtrhcad Mltiaslirs unit lrirk» liths . 
Iliet are all hrrr. Vou COfllrol ycaji pu-iliun nn I hi- murt Hid where ,VCU WaBl Uy til Hie hull. 
I lie i-ksvtremk si-<ir^ hmjira Jik pla.is I hi- ri-Mill-. Ml :ln- inii.-n uiilmiil ™ ra i: 



ROM 
CARTRIDGE 



Normally £12.95 

OUR PRICE £6.95 



FIGHT NIGHT 



BACK IN STOCK! 



h ii;hi Ni K ht tiring you all Ihe thrills uf ihr boxing ring as you fat-e- Tive urthe 
iiicksI hrulal Htahlers ever, tb fHe seruirale hull, v Ll n. |,,| LI | Milt With relenlleKS 
atlitnn. I he ltn\inp I iHlslruLlinai Sfl alliius \ ,m and your oppmieilt tu create 
ynur uwn [Hrfc-ct b-ixers. seleetiOK Mumin;,. inn II, , r ; ,nd M>lc. Step inhi the rin R 
in pit ytmr perfect bu\vr a^alhsl Ihe ^HinipLHH, r t*r another opponent. HI plaverv. 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £7.95 



STRANGE ODYSSEY 

Al Mil galaxy's rim, there are rewards uph-niy In Hh- hiirsis-ted Fmro u lnh>J;-dead 
alien eii ili/.alinu. l-ahulous IrrjiMirrs ... acl\ani-e«l Ik h null iyi» s Far luynnd human 
kuM ... VII this and umrr awaits Ihe hrat t* galac'lii Aritriilorrr. Itnt Mill you he 
iihle In uwti lln. wealth and return Ihjhh-.* I'ri-pjri- <■ ■ ■ 1 1 1 --. ■ 1 1 Inr a Slranjir 
Odyssey! Scott Adams: firaphk- Adventure tth is a Much-rule Irvel udvrnlu rr- 



DISK 
ONLY 



Original price £19.95 

OUR PRICE £7.95 



GALAXIAN 



Anullter ariarie- rrmverxiiin lhat rc^iin^ nil -nF the addict it IHCSS of Ihe original 
and .si LI I stands as urn- nrihi- all lirm- clasviis. ISIm-f the nala\ijin- ,^ flu^ ad^aitee 
in ruriuaiUin and pwl »IF m attsH'k. With one or Iwo players and 10 skill levels 
you'll he entertained fur a UtwiR limr Includes nn easy ii.pt inn fur h^fl^nnerH. 



ROM 
CARTRIDGE 



Normally £12.<>5 

OUR PRICE £6.95 



U.S. FOOTBALL 



SOU) Off 



American l-'iMtthall is now a bij> craze in this country and yuu tan imtvi plas at 

hnme. C Mj t- 1 1 1 : 1 1 I Mm ,|i. I,. in i . |i. k s> with JOla/iilj: aLvunu-y, run with speed and 
Utility, make lacklcs. select ipfTelisi^e and dt-fen.si've plays ami mrhre. Vim Lin 

take on the computer in a practice ku nr challenge a trii-ud in a dramatic 

video bowl game of ynur nwn in a packed siadium. All thv ihrilK nf ihe 



ROM 
CARTRIDGE 



Normally £12.95 

SOLD OUT 



RESCUE ON FRACTALUS 



Ask old hands »h»t was one of Ihe hcsl nunici ever for Ihe Atari and a good 
prnpnirtirm cif I hem will say Rescue on Fraetalus. This eame f>«m t.ueasHlm > 

IK-iv standards ilk cuillputei tames L-nmhhiint; a space lli^hl siimilaKir with n 
nsi Lit- mission. Super, e\er rha.n R in|( n ,1-11 scenery as ynu f\y IhroUKh the 
■ui hi mains in lurid nn i hi- planel and rescue stranded pilots. 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £6.95 



SUPER BREAKOUT 

hrtahnul was the ordinal simple yet Inlally acldii lis L- jrurru- ,ind this i-nhiinii-d 
version will pmvide even mure addictive fun. .Several vmrijitinns nn Ihe basic 
theme are available hir uue tu femr players tup In K nn Ihe 400/800f t. NO TK that 
Ihis name rc^mires paddle controllers. 



ROM 
CARTRIDGE 



Normally £9.95 

OUR PRICE £3.95 



LODE RUNNER 



Aunther classic , perhaps ihe hest of all platform games. You are a highly trained 
I ialiu-iic cnmmjindn deep in enemy trrritory. Your mission Is to Infiltrate all 75 
uf the enemy 's subterranean | f ^els t" recmer every last piece of e.old. You are 
equippeil viilh ii laser drill pislnl hn1 mhi'II mvd cunning, speed arid ability. 
I .tide Uuuiier iuc hides a nnkpie cstrw thai allows you I o create your own levels. 



ROM 
CAHTRIDGE 



Normally £1435 

OUR PRICE £7.95 



ONE ON ONE 



Play basket hull with two »t America's Inp players iu this yrt-al spnrls sinmlalMir 

which features realist k offensive and defensive ves, laliiiue faclurs. Mill 

-■I r< jiks, .1 xhu1 clnt k, is m instulll repay and ;i ^tial It i mj;. hjicklniiiril ! I.iki lli<- 
jrame i if luiskel hall itself. I >FR-<in-Ollc rewards smu Inr pdayinu viiih hitur head 



well as ynur hands. 
ROM 

CARTRIDGE 



Normally £14.95 

OUR PRICE £6.95 



DESERT FALCON 

A version Of Ihe Classic Blue Mas thai finds ynu flying armss the deserl Indiana 
Junes style searching, for hieroglyphics hidden in Ihe deserl sands. Van nrrd to 
survive Innjf enough tu destiny Ihe lluwlinu Sphinx. Ihe limber ynu survive and 
Ihi- furlher ynu pnH'eed. the more periluus yuur uiissiuu beeiNmes. IT ynu de.slmy 
Ihe Sphins you Kel lo Kain the i I'mnl 1 ■ r <. nr\ liiidiir ptnnls. I r level-. 



ROM 
CARTRIDGE 



Normally £1435 

OUR PRICE £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



SERIOUS SOFTWARE 



Oty. 


Title 


met 


Total 




BASIC CARTRIDGE 


£3.95 






BASIC COMPILER 


£4.95 






KOBE RUNG MM; PAY Off 


E 1.00 






INVTO PROGRAMMING 


cs.oo 






JUGGLES HOUSE 


E 5.95 






JUGGLES RAINBOW 


£5.95 






JUGGLES RAINBOW HOUSE 


£9.95 






JUGGLES RAINBOW - DISK 


£ 5.95 






LETTER WIZARD 








MACRO ASSEMBLER 


£7,95 






MASTERTYPE 


£2.95 






MICROSOFT BASIC 


£5,95 






MUSIC PAINTER 


£7.95 






PLANETARIUM 


£6.95 






PRINT SHOP GRAPH CS 1 


£4,95 






PRINT SHOP GRAPHICS 3 


E4.95 






PRINT SHOP (BOTH) 


£ B,&5 






PROOFREADER 


i 5.9-5 






SCREEN DUMP 1020 


£2.95 






SKYWRITER 


£ 4.95 






SILENT BUTLER 


tm 






TELELINK 


£4.00 






TEXT WIZARD 


£7.95 






TIMEWtSE 


£3.95 






TOUCH TYPING 


£4.95 






TYPO ATTACK 


E 6.95 




Total 





GAMES SOFTWARE 


Qly. 


TlHe 


Price 


Tola! 




ATARI SMASH HITS 7 


SOLD 


OUT 




BALLBLAZER 








CAVERNS OF MARS 


£ 6.95 






DESERT FALCON 


£7.95 






GALAXIAN 


£6.96 1 




HARDBALL 


£ 7.95 






FIGHT NIGHT 


SI 7.95 






JOUST 1 £6.95 






KABOOM 


E2.95 






LAPIS PHILOSOPHORUM 


£ 1,99 







LODE RUNNER 


£7.95 






MAXWELLS DEMON 


£1.99 






MR ROBOT ■ CASS 


£1.99 






MR ROBOT - DISK 


£1.99 






ONE ON ONE 


£ &J5 






PIRATE ADVENTURE 


£7.95 






RIVER RAID 


£3,95 






RESCUE ON FRACTULAS 


£G.95 






STAR RAIDERS 2 


E 6.95 






STAR RAIDERS II (DISK] 


,£5.95 






STRANGE ODYSSEY 


£ 7.95 






SUPER BREAKOUT 


£ 3-95 






TAIL BETA LYRAE- CASS 


£ 1.99 






TAIL BETA LYRAE ■ DISK 


E 1 .99 






TENNIS 


El 6.95 






THE COUNT 


SOLD OUT 




ZAXXON ■ CASS 


£2.99 






ZAXXON^DISK 


£2.&9 




Total 






BOOKS 


Qly. 


TfBfl 


Pri« 


Totf 




EASY PROGRAMMING 


£5.95 






THE 130XE HANDBOOK 


£3.00 






MICRO ENQUIRER 


£200 






ATARI ADVENTURES 


£1.50 






WRITING STRATEGY GAMES 


£1.50 I 

1 


TOTAL 


1 



99p CASSETTES 



Qty. 


Tith 


rrice 


Total 




KINGDOM 


SOLE 


OUT 




SCRAM 


£ 0.99 






STATES & CAPITALS 


t 0.99 






STATISTICS 


£ 0.99 




Total 





PUBLIC DOMAIN ETC. 



Qty. 


TrUe 


Price 


Total 




ISSUE 51 DISK 


£ 2.95 






6-BIT REFERENCE GUIDE 


£ 6.95 






TURBO BASIC 


£ 3.95 




Total 








PAGE 6 SOFTV 


/ARE 




All on dish unless shown 


Qty. ] Title 


fl.mr. 

rnc? 


Total 




TRANSDISK IV 


£19.35 






TARITALK 


£19.95 






MINI OFFICE II 


£14,95 






SPELL ME * Disk 


£6.95 




Total 





FFtEE NIBBLBR - 

IF ORDER TOTALS £10 or mm (ex, postage} 
DISK ONLY -TiCK IF REQUIRED 



TOTALS 

Software 

Books 

Put Bid Pitting on ate 
Public Domain 
PAGE 6 Software 

Total 



1-00 



Most goods win be despatched rittoin a few days bvtpkiw atow up tc 28 dtf s tor 
delivery - Please feel tm to copy this form it you <to not wish to cut the magazine 



TELEPHONE ORDERS 0785 213928 



Name 
Address 



Total Order 
OVERSEAS postage PLUS 15% 

Total 



£ 
£ 



3 I enclose cheque/P-O. for £ 
□ I authorise you to debit my credit card 

□visa Daccess Deurocard n mastercard 

My card number is: 

□□□□ □□□□ □□□□ □□□□ 

Expiry date: □□ □□ 

Signature 



Please ensure that the name and address shown are 
the same as the cardholders. 



Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 



DISNEY SOFTWARE 

- some great looking 
graphics but do the games 
five up to their visual appeal? 
Turn the page and check out 
these and other educational 
programs for your ST 

NEWS ... WHAT NEWS? 



Checking through the usual pile of press releases we were 
surprised to find ... no press releases! Well, none- of great 
interest. The new releases mentioned in the computer trade 
papers seem to be getting fewer and fewer, does this mean 
that the ST is going down the path that Atari have taken in 
the past or is this just a temporary aberration? Meanwhile 
thanks to John Sweeney for the following snippet on a new 
version of Tetris released by Infogrames. 

Integra me s have acquired the rights to TETRIS and have 
released a new version of me game at £19.99. Completely 
new sound and graphics, much better response to the 
controls, more challenge as it is 50% faster than the 
original and an option to start with random tiles at the 
bottom of the well to make life even harder for yourself! 



CHUCK ROCK CHEATS 

As promised in the review last issue here are some cheats 
for this great game courtesy of John Sweeney. If you are 
stuck then read on and play on! 
On the tide screen (second diskette) type TURN FRAME 
flower case, but with the space | then press the fire button. 
Now when you get to the game you can press 1-5 to select 
which level you want to see. Other cheats: if you press ESC 
to return to the title screen you can also enter MORTIMER 
(activates F1-F5 as zone select within current level) or 
UNCLE SAMS (to get infinite energy). 



Top to bottom 
MICKEY'S RUNAWAY ZOO 
DONALD'S ALPHABET CHASE 
GOOFVS RAILWAY EXPRESS 



EDUCATION 




H 



AT Software have 
been around a while 
now, but seem to 
have been keeping a fairly low 
profile. Perhaps that's chang- 
ing though, as they recently 
sent me TEN of their products 
for review. Unfortunately I just 
don't have the space here to do 
a full review of each one. but I 
do want to mention them all so 
I've compromised by providing 
a brief description plus my 
overall opinion of each. 
All the programs run on a 
520ST/STE m low resolution, 
except the odd one which requires 
medium resolution. Each program is 
supplied on one single-sided disk, 
accompanied by a small instruct ion 
manual. These manuals are very dis- 
appointing they concentrate purely on 
program operation, providing virtually no 
guidance on how to exploit the educa- 
tional aspects of the programs and hence 
get maximum benefil from them. Most 
don't even tell you the program's purpose 
- and in the case of the first three de- 
scribed below It's not immediately 
obvious what that is, because of their 
rather specialised nature! 

SPRINTER (£29.95) a very un- 
usual and specialised program aimed at 
students Involved in fabric design. It's 
basically a pattern generator and can 
load a DEGAS Fl 1 format picture, cut a 
square block from any part of it. then 
replicate this in a regular pattern all over 
the screen- Horizontal or vertical offsets 
can be applied to shift the relative block 
positions, or you can manually "rubber 
stamp" the block anywhere you want on 
the screen. There's also a simple drawing 
facility so you can alter the block's con- 
tents first. When complete, your creation 
can be saved in PI 1 format. The program 
also has a "colour stripping' facility, 
about which the manual tells you abso- 
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LEARNING 
SOFTWARE REVIEWED 
by JOHNS DAVISON 



lutely nothing. Apparently It s used for 
printing colour separation acetates used 
for transferring your pattern onto a fabric 
in colour. 

Verdict - the counter side of it seems 
to work fine, id love to see the end result 
ojthe complete Jabrtc printing process! 

COLOUR STRIP (£12.95) 

similar to the colour stripping pnri of 
Sprinter, but works on any PI I or 
Neochrome format picture file. Again, the 
manual says nothing about its intended 
application. 
Verdict - as jar Sprinter. 

COLOURS (£12.95} another 
specialised utility. Early models of the 
ST/STFM have a bug which causes the 
printing of Incorrec t colours when screen 
dumping to a colour printer. This prog- 
ram loads a Pll format picture; adjusts 
the colours so they'll print out as origin- 
ally Intended; then writes the adjusted 
file back to disk for later printing. 



Verdict - JVo comment. J have 
an early ST, but no colour prin- 
ter so I couldn't test its e_ffec- 
ttveness. 



FIRST PAINT 

(£12.95) - a simple paint 
program, specifically aimed at 
very young children. Functions 
Include freehand drawing; 
polyline: circle/ellipse; box; 
colour fill: and text - all in any 
of lfi colours plus erase: 
undo: and screen wipe. Save/ 
load use PI 1 format, so the 
children s* creations can be 
saved for posterity or passed to other 
HAT programs lor further processing. 
Screen dumps to the printer are also 
supported. 
Verdict -Jinefor its intended users, but 
rather expensive for what tt is. 

STAGE II (£14,95) a more ver 
satlle version of First Paint, with add! 
tional facilities Including filled or outline 
shapes; rays; zoom and pixel paint; solid 
colour and pattern fill; airbrush: cut/ 
paste; variable 16 colour palette: variable 
brush sizes; and load/save in Ft 1 or 
Neochronie formats. Also supports the 
VIDI-ST video digit iser, but again the 
manual says little about using it! Unfor- 
tunately 1 couldn't try it either, as 1 don't 
have access to one. 
Verdict - the natural next step for chil- 
dren familiar with First Paint, providing 
eon}pre hcrisive . facilities white remaining 
easy to use. 

BLOWUP (£12.95) this can load 
any Pi 1 format picture from disk, enlarge 
it, then print it out on an Epson compati- 
ble printer. Other makes (even colour 
printers) can be used, but the manual 
doesn't explain how. Printout size can be 
scaled from actual screen size up to 26 x 
26 screen size, allowing giant posters to 
be made. The picture is printed in sec- 
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Hons on separate pages, so you have to 
cut them out and glue them together to 
construct the poster. Printing giant post- 
ers eats printer ribbons, so ensure you've 
got spares handy? 
Verdict ■ works well, if a. Utile slowly. 
Kids will lave making posters of their 
creations! 

NOUGHT TO NINE (£14.95) 

introduces young children to the concept 
ol numbers, It contains seven different 
"games" which are based on pair match- 
ing, object counting, and number recog- 
nition. The pair matching games aJso 
help with memory development and are 
really four different levels of the same 
game. They follow the classic format - the 
child uncovers an Icon and then locates . 
its hidden matching twin from the selec- 
tion presented. Single icons are used to 
begin with, so the child has only to 
match object s. It then moves on to multi- 
ple icons, so the child has to count them 
AND match them. The numerals 0 to 9 
are then introduced, and linally icons 
and numerals are used together. 

The other three games Involve counting. 
"How Many?" Involves a straight count of 
the Icons displayed. "How Many More?" 
displays a numeral and the same num- 
ber of icons and asks "how many more?" 
to make a given total. "How Many IjessV" 
is similar but Involves counting down in- 
stead of up. Answers are input via the 
keyboard or by mouse click on an 
onscreen number strip, No help is given 
for wrong answers, the child Just retries 
until he gels it right, when he's rewarded 
with an animated display of bouncing 
icons. Ten correct answers Is rewarded 
by a snatch of sampled music. You can 
customise the program by adding your 
own sampled music (via a separate Re- 
play cart rid gel. mid by designing your 
own Icons with the supplied icon editor. 

Verdict - an easy-to-use traditional" 
learning aid which young children should 
enjoy using. 



JIGSPELL 

(£14.95) - designed to 
help with spelling. It dis- 
plays a numbered grid on 
the screen, each section 
of which covers part of a 
picture. A word is then 
displayed, which the 
child memorises then 
keys in after if s removed 
from the screen, A correct 
answer uncovers a sec- 
Lion of the picture, so as 
the child progresses the 
picture is slowly revealed 
in jigsaw-like fashion. 
Help is given and retries allowed if the 
child makes a spelling mistake. 

Again the program can be customised. 
You can provide your own PI 1 format 
pictures using FIRST PAINT, STAGE II, or 
other art program. Customised word lists 
can be built and stored on disk using the 
supplied word list editor. 

Verdict - o useful program, but younger 
children could gel confwzed by use of 
lower case letters on the screen and 
\tpper case letters on the keyboard, 

FIRST TYPE (£14.95) not a 

typing tutor, but a simple electric type- 
writer emulator, You can type a line of up 
to #0 characters onto the screen (with 
simple editing facilities available), then 
press Return to print it out. The STs 
function keys are used to switch from 
normal font to bold, underline, italic, 
condensed, extended, NLQ> or certain 
combinations ol these - assuming your 
printer can handle diem. Screen display 
is non- WYSIWYG, so you can't actually 
see the different styles until they're prin- 
ted out. Default support is for Epson 
compatible printers, but a supplied util- 
ity allows virtually any other make to be 
supported. There's no save /load facility 
as the program is emulating a typewriter, 
not a word processor. 
Verdict - very easy to use, useful for 
keyboard familiarisation and simple typ- 
ing - without the complications of a word 
processing program. 

LEARNING TO TYPE 
(£14,95) - IS a typing tutor! It starts 
by displaying a colour coded keyboard 
diagram showing which fingers are used 
lo press which keys. Graded and timed 
typing exercises follow, during which you 
can optionally view a (different) keyboard 
diagram as a visual guide. You have to 
key in a " text stream" which scrolls 
across the top of the screen, with the 
characters of the current word displayed 
in appropriate keyboard /finger colour 
codes - a nice feature. On completing an 
exercise you're told your typing speed in 
characters and words per minute and 
your accuracy In percentage terms. r I1ie 
keyboard diagram can be replaced by any 




PI 1 format picture. It isn't displayed im 
mediately, but Is revealed a strip at a 
time as you correctly key in the lexl 
stream. Using the supplied editor it's 
possible to provide your own customised 
text streams to supplement those pro- 
vided. There's also a game option in 
which you disable incoming missiles by 
quickly land accuratelyf) typing in their 
displayed identification codes. 
Verdict again* a useful program which 
achieves its aims without fuss. 



OVERALL 
IMPRESSIONS 

These programs cover a very wide range 
of educational applications and HAT are 
to be commended for supplying this dill 1- 
cult part of the market - especially for 
providing such unusual utilities as 
Sprinter and Colour Strip. I know these 
are of limited interest, but it does demon- 
strate innovative use of the ST, opening 
up a whole new field of educational pos- 
sibilities. 

I particularly liked the way Pll picture 
files can be Interchanged between 
v; i rim is programs the kids will love 
seeing their computer artwork in poster 
form, used as background pictures in 
other programs, or even ending up prin- 
ted on fabric! Overall graphical presenta- 
tion of the programs can really only be 
described as adequate, and could do with 
livening up somehow. The same applies 
to the use of sound. Also, it's a pity HAT 
don't standardise the user Interface 
across all their programs - and make 
them a little more intuitive to use while 
they're at it. And those awful manuals 
really do need a major overhaul! 

In summary, HATs programs are defi- 
nitely worth considering, especially if you 
need the more unusual functions they 
provide. However, the less esoteric prog- 
rams have more competition, so although 
they're generally quite good, you may 
want to compare them with other similar 
products before parting with your hard 
earned cash. 
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ON YOUR ST 
Parti 



Played any OLD games on your 
ST lately? No. ] don't mean Pac- 
man or Space Invaders! 1 mean 
HE ALLY old games like Sen L. Merels. 
Wci-eh'i, Chaturanga. llneftafl or Rith- 
momachy! What, you have never heard of 
any of them? 

Well. Rithmomachy was a French game 
from the 12th Century (yes, the French 
were just as crazy back then!) which In- 
volved moving circles, triangles and 
squares with numbers ori them around a 
double chess board. Rithmomachy 
means "the battle of numbers". For ex- 
ample, a piece a which could make a 
legal move of n squares onto a piece x*n 
could take it by multiplication! Winning 
involved arranging your pieces into arith- 
metic, geometric and harmonic progres- 
sions, The game died out 

Fortunately most of the rest survived 
and have evolved into modem games of 
which you will certainly have heard - the 
Egyptian Sen't became Backgammon; 
Merels was played everywhere and tur- 
ned Into games like Noughts and Crosses 
or Nine-Men's Morris; the ancient Chine- 
se Wei-ch'i was adopted by the Japanese 
around the 6th Century AD and became 
known to the Western world as Go; the 
Indian Chaturanga spawned many di- 
verse variations of Chess including the 
version YOU know (mind you they were 
still arguing about details - like how far a 
long could move when he castled - in the 
17th Century!); Hneftafl was a Norse 
game,. Interesting In that the sides were 
completely unbalanced and had different 
objectives - the good guys were always 
supposed to win - which could explain 
why that died out as well! 

So what's this got to do with 
computers? Well, you can play 
all of the ones that survived 
against your ST. and that is 
what this article will eventually 
be about. But before we get to 
that, here is a hint for anyone 
trying to think of a simple game 
to program onto their home 
computer: nip down lo your 
local library and have a look for 
"A History of Hoard Games" by 
H.J.R. Murray or "Board and 
Table Games from Many Civilisa- 
tions" by R.C r Bell. If you skip through 
the boring bits you will find the rules for 
literally hundreds of simple board games 
which PAGE 6 would. 1 am sure, be de- 
lighted to publish or put into the Public 
Domain Library if you would care to 
program them! 

So, let's start with Chess. If you haven't 
got a Chess program yet for your Atari 
then 1 can thoroughly recommend both 
COLOSSUS CHESS X and CHESS 
CHAMPION 2175. Both are excellent 



chess-players and crammed lull of extra 
features to make them good value for 
money. The credits for Chess Champion 
claim that it is the "World's Strongest 
Chess", but since they also claim that It 
was written by the Most Modest Prog- 
rammers'' we should probably lake that 
with a pinch of salt! What is certain is 
that both programs are right up there at 
the near Candidate Master level and will 
give anyone but the top few players in the 
country a good run lor their money, and 
despite the Champion's claims I would 
not like to say which is the stronger at 
any particular setting. 
Of course, you may be looking for a 
Chess program which you can beat (we 
all need a moral boost from time to 
time!). Fortunately both games offer this 
option as welh but in different ways De- 
spite Champion's claim to have the 
weakest low - achieved by selecting 
Orangutan level, which plays virtually 
randomly! It. failed to lose against Col- 
ossus's option of "Play to Ijose"! Colossus 
kept putting Its pieces where they could 
easily be captured, but Champion, play- 
ing randomly, nearly always missed 
themf However, it is virtually impossible 
for someone playing randomly to actually 
achieve checkmate, so Champion 
couldn't WIN cither - the result was a 
DRAW! 

I did like Colossus's "Play to Draw"' op- 
tion which deliberately makes mistakes if 
you are Losing badly, so that you can 
catch up again - provided you take 
advantage of them! 

As if they aren't strong enough already, 
both Champion and Colossus will auto- 




matically learn from their games with 
you and update their libraries of opening 
moves. Both will also allow you to add 
your own openings as well. A nice feature 
of Champion is that if you play a stan- 
dard, named opening or defence it will 
display the name on the screen for you. 

Both provide multiple views of the board 
and multiple sets of fancy chess pieces - 
nothing like BattleChess of course which 
is not as good a chess-player, nor so full 
of features. 
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Pictures - left Cfiess Champion 2175, 
uboue Atari's BACKGAMMON, right 
BACKGAMMON ROYALE 

Uniques for Colossus include an option 
to play blindfold, optional classical back- 
ground music, "show legal moves" (good 
for beginners), lull tournament para- 
meters (first and second controls and 
times), "All the Moves" mode (so you can 
play lightning chess with a time limitj. a 
problem solving mode (and some prob- 
lems for you to solve) and 29 of the best 
human vs computer struggles since 1951 
for you to review. 

Uniques for Champion include Intuitive 
fast move entry (click on a square or 
piece and it will guess which move you 
want to make). 'What If?" (allows you to 
enter the next few moves and Champion 
will then tell you what it thinks would 
happen if you did that). "Your Grade" 
(will test you with a series of Chess prob- 
lems and tell you your ELO grade) and a 
Pause option in case the phone rtngsT 

UTiat neither of them has is my 
favourite chess program feature from a 
game 1 used to play back in the slxtiest If 
you were losing badly you could pTess a 
key which made the board tip over and 
all the pieces fell off and disappeared 
through the bottom of the screen! Com- 
pletely pointless, but very therapeutic! 

Two excellent programs - I leave you to 
make your own choice about which extra 
features you prefer. Of course, If you 
don't need any of those extra features, 
you aren't too good a player, you haven't 
got a lot of money and you don't mind 
being told Mittlere Auflosung Einstellen" 
(select medium resolution!), then you 
could always get the German Public Do- 
main version for only £2.95 (including 
other goodies such as Backgammon and 
Monopoly)! It Is on Page 6 diskette STT27 
and plays quite a reasonable game. 

As a final comment on chess games you 
might like to know that Infogrames' 
Chess Simulator, reviewed last issue, is 
actually the previous version of Chess 
Champion 2175; the Simulator is the 
2 1 50 version licensed from Oxford Soft- 
works' parent company CP Software. 



BACKGAMMON 

Enough about Chess! I just men- 
tioned that you can get a Backgam- 
mon program for only £2.95; as 
with the Chess program on that 
diskette, the Backgammon program 
is fairly low on features: no doubl 
Ing cube, no changing your mind 
halfway through your move (which 
is actually legal), no choice of style 
or strength of play, In fact no fea- 
tures at all! But It will give you a reason- 
able game of Backgammon! 

Of course if you would tike something a 
little more sophisticated you again have a 
choice - Atari do a BACKGAMMON in 
their Mindgames Series, and Oxford Soft- 
works do BACKGAMMON ROYALE. Both 
games provide an explanation of how to 
play Backgammon {unlike the PD ver- 
sion!); the Atari description is perhaps a 
little more helpful for the beginner and 
includes some recommended 
openings, but there are plenty of 
good books on the subject If you 
want to go deeper into the game. 
Just in case you don't know - 
Backgammon Is a gambling game, 
a race to get your 1 5 men off the 
board before your opponent. You 
move, according to dice throws, in 
opposite directions around the 
board, and il you manage to land 
on a solitary enemy piece (known 
as a blot) you send him all the way 
back to the beginning! A very important 
extra dimension is added to the game by 
the use of the Doubling Cube - at any 
time you can demand that, your opponent 
must choose between resigning or play- 
ing on at double the initial stakes! This is 
a modern innovation which brings a 
psychological element to the game, and, 
while the computer is not necessarily 
very good at human psychology, at least 
both versions implement Doubling fully 
so that you can get practice at It. 
Both versions play quite a strong game, 
though if you are ;i]r<-; n k an r\rxTieiierd 
and strong Backgammon player you may 
find that you can win quite regularly 
against either of them even at their 
strongest levels. Sadly neither of them 
seem very good at either playing or de- 
fending against a Back Game (this is an 
advanced strategy whereby a good play- 
er, having taken some risks which failed 
to work out, starts to deliberately get his 
men sent back so that they can harass 
the enemy mure effectively - this seem- 
ingly suicidal technique can show amaz- 
ing results if played well!). 
The Atari Backgammon is probably best 
for beginners as you can set its playing 
strength from 1 to 10. I^evels 1 and 2 are 



specially designed to be easy lor those 
who are learning how to play Backgam- 
mon. Its main weakness is that, although 
it only takes 2 or 3 seconds to decide on 
its next move, it can take up to 10 more 
seconds to actually make it as it insists 
□n flashing the dice and moving the 
pieces very slowly to their destinations. 1 
was looking for a way to speed it up 
before it had finished Its first move - 
sadly there is none - don't games testers 
notice these sort of things? The end re- 
sult Is that it takes around 10 minutes to 
play a game that Koyale can play in 5 
minutes. 

Royale moves its pieces at a sensible 
speed (though yuu can slow it down if 
you are a beginner!] and generally has a 
slightly friendlier user interface (though 
neither are perfect!} . The only place 
where Royale may fall down is that it has 
no easy levels. It provides two opponents 
for you (who presumably play with diffe- 
rent styles) and It chooses randomly be- 




tween them for each game; it also allows 
you to select whether you wish it to play 
aggressively or defensively. But it always 
plays at its best so a beginner may get a 
little frustrated. 

More Ancient Games next issue: Bridge, 
Go-Mokiu Shanghai and the best of them 
all - GO! 



John Siveeney 



COLOSSUS CHESS X 

(CDS Software) - £24.99 
CHAMPION CHESS 2175 

(Oxford Softworks) - £30,60 
BACKGAMMON ROYALE 

(Oxford Softworks} - £26.23 
BACKGAMMON (Atari) £24.99 
PDDtSKS from the 

Page 6 Library - £2.95 each 
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HEY, MICKEY ■ LEI 



Products bearing the Disney logo 
are usually of high quality, so I 
was looking forward to trying out 
these Disney based educational prog- 
rams distributed by Nathan Software. 
Trie three programs under review are 
aimed at children in the 2-5 years age 
group, and cover the basic concepts of 
numbers and counting; letters of the 
alphabet; and colours and shapes. Each 
program runs in colour on any ST/STE 
and Is supplied on one single sided disk. 
The accompanying Instruction booklets 
aren't as comprehensive as they first 
seem as they cover several different com- 
puter formats. Each one includes ideas 
for additional activities based on the 
programs though, very useful with soft- 
ware of this type. 

As you'd expect the packaging is attrac- 
tive, but does carry some rather mislead- 
ing information + Each box has a, promo- 
tional flash on it saying "free Disney gift 
inside". In fact, you have to collect stick- 
ers from several diflerent programs in the 
series and send them off to get your "free" 
gift! That's very sneaky. Nathan Software! 




Write out one hundred 
mislead customers - 



limes ' I must not 



MICKEY'S 
RUNAWAY ZOO 

This program helps children learn about 
numbers and counting- The scenario has 
Mickey and Goofy looking after a " petting 
zoo", but Goofy accidentally let all the 
animals escape. They're now hiding in 



various places , so our two chums (with 
your child's help) have to find them and 
return them In their waggon to the zoo. 
There are only four screens, and these 
depict a cake sale(f) in the park; a city 
street scene; a suburban street scene: 
and the beach. The basic scenery also 
incorporates four or five large numerals, 
sometimes lightly disguised as part of 
that scenery- The numerals mark the 
animals' hiding places, and they flash in 
turn, so the child can easily see them. 
Also, if you watch carefully for a while, 
various animals will occasionally peep 
out from their hiding places! 
Press a key corresponding to one of the 
numerals and that number of animals 
will emerge from hiding and happily 
climb aboard the waggon. For instance, 
pressing a 3 persuades three toucans to 
fly one-by-one out of a tree and into the 
waggon. A counter above its door incre- 
ments as each animal enters, so the child 
can count along with It, By working 
through the numerals on the screen all 
the missing animals can be found. Re- 
keying a numeral for animals already lo- 
cated causes them 
to peek out of the 
waggon, so the 
child can count 
them again. 
All numerals on 
one screen have to 
be selected before 
the program moves 
to the next. The 
booklet says you 
can "Hip" to any 
screen by pressing 
an arrow key, but 
this didn't work on 
my copy. Neither 
did the sound on/ 
off toggle. After completing the fourth 
screen, you see Mickey , Goofy, and the 
animals reunited at the zoo. after which 
the program restarts from the beginning 
again. 

The scenery graphics are big, bold, and 
colourful in typical Disney style. The ani- 
mation of the animals is handled well 
too. some of It in a way that's guaranteed 
to make you smile! However, although 
Mickey and Goofy are excellently drawn, 
their animation is minimal. One odd 
thing is that their mouths move In time 



with the counting of the animals, but no 
sound emerges. They also laugh sound- 
lessly at the completion of each screen. It 
looks for all the world as if there should 
be sampled sounds here, but there a no- 
thing. Also, the music just fizzJes out 
part way through the fourth screen, so 
you complete it in total sileneel This, plus 
the non -functioning toggle and flip con- 
trols menuoned earlier give the program 
a distinctly unfinished feelT 
Overall, I was very disappointed by 
Mickey s Runaway Zoo. The graphics are 
cute, but there's not enough of them. 
Four simple screens, skimped sounds, 
and functions that don't work for £24.99 
is poor value in my book, so I can t hon- 
estly recommend It, 

DONALD'S 
ALPHABET CHASE 

We move on to learning about letters of 
the alphabet with this program, by help- 
ing Donald Duck find hi* "alphabet pets". 
They're roaming around his house and 
garden, represented by six diflerent 
screens. Across the top of each Is a rack 
showing several alphabetic letters in out- 
line form. One of the letters flashes, and 
an animated "characterised" version of It 
pops out of hiding and leads Donald a 
merry dance around the screen. The 
child has to find and press the matching 
key on the STs keyboard, which allows 
Donald to catch the wayward letter and 
hurl it up Into the rack where it belongs. 
The letter s outline is then replaced by 
solid colour, so you can easily see which 
letters have been caught. 

The antics of Donald and the letters are 
very amusing and great fun to watch, 
with letters lumping out of dustbins, 
popping out of the bath, scooting across 
the floor on soap, and so on, But there's 
one slight snag, The letters are all shown 
in UPPER CASE! Although this means 
they match the keytops of the STs 
keyboard, children generally learn lower 
case letters first at school, so this prog- 
ram could actually confuse them! 

I, ike Mickey's Runaway Zoo the graphics 
are handled well, but the animation does 
seem a mite skimped - it's slow and jerky 
In places. Once again, the control for 
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sound toggling didn't work, but mating 
from screen to screen did this time. 
The sound is handled differently in this 
program. The title music is a jazzed up 
version of the "Alphabet Song", using 
sampled sound by courtesy of Micr ©de- 
al's Quartet sample sequencer. However* 
ordinary internal chip sounds are used 
on the main screens. Al the end of each 
screen Donald's mouth moves as If he's 
singing the Alphabet Song, but all you 
hear is a weedy single voice chip sound. 
Why couldn't they have used sampled 
sounds of Donald's voice? The subject 
cries out for it! 

This program is better value for money 
than Mickey' s Runaway Zoo, but 1 don't 
think it should have been centred around 
upper case letters. Surely the designers 
could have used lower case, even If It 
meant replacing keyboard input with an 
onscreen letter display and mouse selec- 
tion (pun intentional f), as in other prog- 
rams of this type now on the market. 

GOOFY'S 
RAILWAY EXPRESS 

The third Utsney package is designed to 
teach your child about colours and 
shapes. It involves helping Goofy drive 
his train through a colourful and scenic 
landscape, taking Mickey along for the 
ride. The train is quite small, so to en 
sure you get a good view of the Disney 
characters there's an enlarged inset 
frame on the screen showing them in 
close up. There are seven screens to 
travel through, each one depicting a dif- 



ferent scene, in- 
cluding a river cms 
sing; a desert 
scene; and a couple 
of stations - more of 
which anon. The 
train travels con- 
tinuously through 
the screens, turn- 
ing round and 
doing the return 
journey after the 
seventh. 

The engine puffs 
out clouds of black 
smoke, each cloud 
containing a coloured geometric shape. 
By pressing the STs spacebar the child 
can get Goofy to toot the engine's whistle, 
which magically changes the geometric 
shape into one of a wide variety of ani- 
mated objects. This is then positioned 
appropriately in the landscape by the 
program. 

Passengers wait at the stations, and 
these are either Donald, Uncle Scrooge, 
Daisy, or Pluto, Above each passenger is 
a different geometric shape, and If you 
want Goofy to pick 
up a passenger 
you have to watch 
out for a matching 
shape to puff out 
from the train's 
smokestack. 
Pressing the 
spacebar then 
causes the train to 
stop, the appropri- 
ate character will 
get aboard, arid 
appear with Mick- 
ey In close up in 
the inset frame 
mentioned earlier. 

The graphics are 

of similar standard to the other two prog- 
rams t i.e. colourful, attractive, and with 
reasonable animation. Disappointingly, 
the music has been recycled from Mick- 
ey's Kunaway Zoo - more corner cutting? 
The train whislle sin iritis rather good, 
but the engine noise is poor - it sounds 
more like an old petrol driven motor 
mower than a steam engine r Yet again 
the sound couldn't be turned off. despite 
I he comments In the instruction booklet. 



I thought this program was the best of 
the three, but I still can't ronsider it 
particularly good value for money at 
£24 99 

OVERALL 
VERDICT 

The concepts behind these programs are 
fine, they'll undoubtedly do the job 
they're designed for, and the kids will 
love them, I lowever, 1 can't help feeling 
they rely far too heavily on the "cuteness 
factor" of the graphics and animation, to 
the detriment of the overall content. 
Other areas don't come up to the same 
standard, and there's evidence of corner 
cutting and skimping, particularly in the 
sound department. I got the distinct im- 
pression I'd been given short measure, 
particularly with Mickey's Runaway Zoo, 
Just compare It with any ol Database's 
superb Fun School series of programs to 
see REAL value Tor money Kunaway Zoo 
is more like one section of any of the Fun 
School packages. In my opinion these 
Disney programs aren't really worth their 
asking price, so if you're interested in 
buying them make sure you see them 
before parting with your hard earned 
cash - just in case you agree with me! 




MICKEY'S RUNAWAY ZOO 
DONALD'S ALPHABET CHASE 
GOOFY'S RAILWAY EXPRESS 
Nathan Software £24.99 each 
Reviewed by John S Davison 
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WORLD 




S users have at their finger- 
tips one of the most flexi- 
ble personal computer sys- 

T terns in the world (well, 
probablyl). Not only is the 
ST supported by hundreds 
of software applications. MIDI in- 
struments, DTP bureaux, dedi- 
cated magazines and enthusiastic 
users (not to mention excellent 
public domain software lib- 
raries!), it's also very fortun- 
ate in having attracted a 
wide variety of third-party 
expansion options. For ex- 
ample, with the addition of 
some relatively affordable 
hardware add-ons, the ST 
can be transformed into an 
IBM PC or an Apple Macin- 
tosh - so bringing two whole 
new worlds of computing to 
your desk-top. 



ONE MACHINE 
OR MANY? 

PC emulation on the ST has evolved 
from humble beginnings with Robtek's 
somewhat less than stunning MS-DOZ' 
software emulator to the dependable (but 
desperately slow) PC Ditto' and, more 
recently, to an ever- improving selection 
of powerful hardware devices offering in* 
creasingly comparable performance to 
the 'real' machines (incidentally, if Con- 
dor are looking for someone to review 
their new 286 Supercharger, I d be very 
happy to oblige!). Macintosh emulation 
has similarly developed into a highly adv- 
anced state, with the brilliant Spectre 
GCR. complete with built-in Apple 
ROMS, offering a genuinely realistic 
alternative to the considerable expense oi 
purchasing an original Mac. 

As if all this isn't exciting enough, you 
can even convert your ST into an Atari 
K bit! Now TIIATS more like it! How 
many PACK B readers sold their beloved 
400s . 8O0s, XL's and XEs to invest In a 

16-bit alternative, only to me the day? 
Besides, wouldn't it be nice to make use 



of all those type-in listings in the 8 -bit 
section, and to get down to some real 
programming once again? Well you can. 
with a small number of exceptions, 
thanks to an extremely clever program 
called ST XFORMER. The good news, 
as you might have guessed, is that it 
won't cost you an arm and a leg since the 
disk Is shareware and available at the 
usual nominal price from the PAGE 6 ST 
Library, 




Get ready to make your ST an XE! 

MAKE IT AN 
8-BIT ATARI! 

When you boot up (he disk you're lnl- 
iially greeted with various notices and a 
GEM menu bar providing a variety of 
options. The truth is, however h that the 
majority of these options dont do a great 
deal as they are intended for "future en- 
hancements", such as support for Com- 
modore 64 (yuk!) and Apple II emulation 
modes. Unfortunately (though not unex- 
pectedly) the respective companies have 
not exactly been keen to allow PD prog- 
rammers access to their operating sys- 
tem source code! The system does in- 
clude a useful help menu to aid you in 
getting started - If you get really stuck 
there's a liberal amount of documenta- 
tion supplied on disk. You probably won + t 
need to refer to this much, since running 
the emulator is really quite straightfor- 
ward. First of all you may configure 
various aspects of the system to meet the 
requirements of the hardware or of the 
8- bit software you want to run. There are 



separate modes for 400/800 and XL/XE 
machines and further selections to en- 
able or disable BASIC, choose normal or 
specially enhanced floating point 
routines, RAM sizes from 32K to 64 K 
(128K mode isn't supported), fast or nor- 
mal disk speeds and alternative values 
for the Vertical Blank Interrupt. The lat- 
ter selection is intended to increase the 
speed of the emulator, since VBPs take 
up around 3 or 4% of the total processor 
time on an 8-bit Atari. 
Having confirmed the set-up. 
selected continue' from the menu 
and waited briefly for the usual 
H -bit boot-up initialisation, the 
familiar blue screen with 'READY 1 
prompt appears - your ST is now 
an fi-bit AtarlE But does It really 
work like an 8 -bit? Well, mostly 
yes! You can certainly write prog- 
rams in Basic, PEEK and POKE 
memory locations, call up the 
Disk Operating System and run 
programs in the normal way - 
albeit at approximately 40% of the 
speed of a real 6502 based 
machine. The program appears to 
support player missile graphics 
(sprites to non-ex 8 bitters!) and 
most of the custom-chip hardware regis- 
ters. The most notable features not cur- 
rently supported are display list inter- 
rupts and the GTTA graphics modes. 
Also, the keyboard is based on the North 
American layout so UK users will find 
that a few keys aren't In the places they 
anticipated. It's important to bear In 
mind that the author doesn't guarantee 
his work to be absolutely bug-free - in 
fact he encourages users to point out 
problems and suggest improvements - so 
a fair amount of trial and error should be 
expected. Apart from the niggles already 
mentioned, the emulator is generally very 
well implemented. 
You might be wondering how It's possi- 
ble to use the 8-blt's 5.25" Hopples with 
your ST - the answer is, of course, that 
you can't Instead, ST XFORMER 
creates two virtual' disk drives (i.e. in 
memory) which can be loaded with vir- 
tual disks' or Individual flies from the 
STs drive. The disks" are actually files on 
your ST floppy which ,uv bii images ol'a 
single density 8-bit disk. This means you 
can port over entire disks in one go from 
an W bit machine using suilable com- 
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CURRENT NOTES M fl D t C/SPEC T RE COLUTIH? 
MAfiCH 15B7 — JUNE 1998 

All of the Magic /Spectre to limn 5 printed in Current Nates fran early 
1987 through flid-1998 are 3 nc Ludsd an this disk in three separate DOC 
files. Jeff (reenblatt authored this coluni frtm Hardh, 19B? through 
February 1989. Mi; colifin uas entirled "Adventures in the Magic Sacdw." 
The colunn title vis changed twice in 1988. "Magic Sac Update" appeared 
in June and then, with the appearance of the Spectre, the mlum ir.e 
changed to "Tie SMIat Connection" in the Qcuber 19BB issue, Although 
the title changed, the contents were basically ttie sane, Jm's articles 
appear in two DOC files, The 1987 articles are found in HAfiIC97.DOC. The 
1568 articles and the last colunn, which appeared in February 1989, are 
found in HAG ICES. DOC, 

Doug Hodscrn started his Magic/Spectre Tips column in Harch nf 1989. 
His first 14 («!unns r fron March cf 19B9 through June nf 1930, are found 
in the file TLPSflHOut. 

[n addition to the column files, tun MC files, H C I C L [ fc? , DOC and 
5PECTLII.DOC, are available with a cwiolete listing of the Magic and 
Spectre libraries, In both of these files, disks are first lined in 



A couple Qf screen stmts fim THE CURRENT NOTES MAC COLLECTION - the disk contains a great reader as weU as storks qf information 



munications hardware and software, 
such as PAGE 6'sTariTaLk package. A 
utility tailed DiskComm is provided to 
create the "disk" files on the- 8-bit and 
another to copy individual files Into 
disks' and vice versa on the ST. There's 
also a 'demo disk' com a in in £ IX)S and a 
few other programs to help you get star- 
ted. Don't worry tf it sounds complicated 

it is a bit. but the instructions explain 
everything you should need to know. 

Finally, a note on system requirements. 
ST XFORMER will run in medium resolu- 
tion or mono, but requires at least one 
megabyte of memory, '] rtere's a 'Junior' 
version for 520ST users available from 
sonic sources and. indeed, the XE 
EMULATOR disk in the PAGE 6 lib- 
rary contains an earlier example of the 
ST XFORMER that will also run in 5 1 2K. 
However, be warned - it's not exactly 
gliteh free! 



EVEN A 
SPECTRUM! 

If you were brought up on lesser micros, 
or want to find out how lucky you were 
not to have been brought up on them, 
die SINCLAIR ZXS1 EMULATOR 

will, as the name makes obvious, turn 
you ST into a stunningly powerful ZX8 1 f 
Unfortunately the Instructions are in 
German but even if you've never seen one 
of dive's curious creations before, you 
won't need a Masters degree in computer 
science (or German} to work out the 
basics. Once you're in emulation mode, 
the Help" key pops up a useful template 
of the commands assigned lo each key 
Ion Sinclair machines you don't have to 
type in all the commands explicitly, of 
course). There are thirty ZXS1 files on 
the disk to experiment with, so it's just a 
case of hitting 'J' tor load (obvious,, ch?) 
and entering the filename. You don't even 
have to remember the filenames, as you 
can simply enter two quotes alter the 
load statement (I.e. load "") to invoke the 



standard Atari file selector. Brilliant and 
amazing are definitely NOT words you 
would use to describe the ZXH I software 
supplied (indeed, any ZX81 software!). 
You can choose from games such as 
break the block' and race the blocks 
around the other blocks' and "fire the 
block over the pile of blocks' - just as you 
would rxped from the world's most 
joked-about microt There's no denying, 
however, that the German authors have 
produced an extremely good emulator. 
It's fun too? 



THE MORE 
SERIOUS 
USER 

For those who've already invested in a 
Macintosh emulator, there's a whole 
bundle of hints, tips and advtre (for 
Magic Sac and Spectre users) on a disk 
called THE CURRENT NOTES 
MAC COLLECTION, ft comprises a 
handy "reader' program featuring do/ens 
of options to let you view, search, print 
and generally play around with the 
screens of information, together with a 
series of relevant articles from the LIS 
publication Current Notes. The reader 
could also be used for disk newsletters 



and similar applications. 
Talking of disk newsletters (or maga 
zines), did you spot that a new issue of 
ST NEWS was recently added to the 
PAGE 6 library? Issue 6. 1 is dedicated to 
the ST News coding convention which 
was apparently held just before Christ- 
mas 1990, at Oss in The Netherlands 
(why weren't we invited!?). As well as 
containing the usual selection of articles 
(mainly reporting on (lie various days of 
the convention), artwork, music and 
other goodies, the disk is filled with a 
series of excellent competition demo 
screens submitted by visitors to the con- 
vention. There are even fully playable 
versions of Jeff M inter's 'Gridrunncr' and 
the all-time classic 'Defender 1 . This lot is 
guaranteed to keep you occupied lor 
much longer than a while - but let's hope 
this edition of ST News, which everyone 
thought was dead and gone, won'l be the 
last. 

OFF TO PLAY 

You might have noticed that many re- 
cent additions to the PAGE 6 library have 
been games - this isn't a deliberate policy 
but rather a reflection of the enormous 
number of PD games thai have become 
available In recent months. In the corning 
few weeks I'm going to try them all ouL 
(It's a hard life!) so next issue is earmar- 
ked to be an entertainment special'. See 
you then! 



HOW TO GET THEM 



AH Of the disks featured in pp Wcrid are a vaiiabie from the PAGE 6 ST library, Each has 0 
unique reference code: which you should U$e when ordering or making enquiries. Please contact 
PAGE 6 if you don thave a copy of Ihefc Accessory Shop iaafleis and check the system 
requirements for each disk. THE PAGE 6 CATALOG DfSK containing a futi fist of disk names and 
contents is available from the IfbrSty, priced at £1- The disks referred to in this articte ore: 

ST$7XE EMULATOR 

ST260 SINCLAIR ZX81 EMULATOR 

ST426 ST XFORMER 

S T 490 ST NE WS 0 1 

ST506 THE CURRENT NOTES MAC COLLECTION 

Prices for standard disks ore £2-95 each or £2 50 each for ten or mote 
Wrfte to PAGE 6, P.O. Box 54, Stafford, ST 16 lOR 
Telephone 0785 213928 or FAX 07S5 54355 with credit card orders 



New Atari User ■ l»ue 5 1 



SAMPLING imiiiJHik.iiiiiniiik.iiiii.iiii-iLJIinilliilliiiliiiiliiiillii' 





MPLE THIS 



John S Davison explains the 
technical side of sampling and 
looks at a good low cost sampling 
package to get you started 



In the last issue wc looked at the 
basic nature of sampled sound and 
how a computer can be employed as 
a form of digital sound recorder. This 
lime I want to look a little closer at the 
process, examining the two main para- 
meters governing the quality of the re- 
played sound, namely, the sampling rate 
and resolution of the hardware used. 
The sampling hardware "takes a read- 
ing" of (or samples) the analogue signal 
waveform voltage at regular intervals and 
converts each reading into a numeric 
data Item a digital computer can handle. 
So. if samples are taken even 1 mill is* - 
cond then 1000 data Items per second 
are produced, and t he process is said to 
have a sampling rate of 1kHz fkiloHertz). 
A link between sampling rate and record- 
ing accuracy was established by a gentle- 
man called Nyqulst, who concluded that 
the highest analogue sound frequency 
that can be recorded accurately by such 
methods Is ONE HALF of the sampling 
rate, and this frequency is known as the 
Nyqulst limit. 
In our example above the Nyqulst limit 
is only riuOHji, which isn't very high. 
Low ft "transistor AM radio quality 
music contains frequencies up to about 
5kHz, so achieving this requires a sam- 
pling rate of 10kHz. Similarly mid-fi" 
sound extends to about lOkHa. requiring 
a 20kHii sampling rate. True hl-fl invol- 
ves sounds up to 20kHz and above, de- 
manding a sampling rate in excess of 
40kHz. This is why Compact Discs 
(which use exactly the same sampling 
concepts) have a standardised sampling 
rate of 44.1kHz. 

You've probably already spotted the 
sriagt Higher fidelity requires higher sam- 



pling rates , which generates more data 
per second, and this has to be stored 
somewhere. Sampling is one of the big- 
gest memory guzzlers you're likely to 
meet! If each data item generated takes 
Just one byte, then a sampling rate oi 
32kHz gobbles 32K of your STs available 
memory for EACH SECOND of sampling 
time, CD quality stereo samples take 

10MB for EACH MINUTE of recording 

lime- 

Ai tempts to record sounds containing 
frequencies above the Nyqulst limit for 
the sampling rate in use results in un- 
pleasant distortion in the recorded 
sound, known as aliasing'. Ine only 
solution is to filter out frequencies above 
the Nyquist limit from the incoming ana- 
logue signal before they get sampled. 
Most sampling cartridges for the ST have 
some sort of "anti-aliasing" Alter built 
Into them, giving reduced distortion at 
low sampling rates. 



RESOLUTION 

The original analogue signal can take 
literally ANY value between two limits, so 
has an infinite number of possible 
values. For instance, signal voltages 
could swing between -2 and +2 volts 
overall, but at a given instant could have 
any intermediate value, e g. +1,25764545 
volts. Storing data with this accuracy 
takes many bytes to represent Just one 
value, and even at intermediate sampling 
rates the amount of memory required to 
sample sounds would be prohibitive. So, 
a compromise has to be made. 
Each data item is allocated a given 



number of storage bits, this number 
being known as the resolution" of the 
system. Accordingly, it has a limited 
number of possible values, e.g. 4 bits can 
represent 16 values. 8 bits gives 2 56 
values, and so on. The overall voltage 
range of the analogue signal is divided by 
the number of values available, so a 
small RANGE of original analogue values 
gets represented by a SINGLE digital 
value. A smoothly varying analogue sig 
nal is therefore represented digitally as a 
number of steps", a process known as 
"quantisation". This Introduces another 
distortion Into the sampled sound, 
known as quantisation error. It's reduced 
by making the steps smaller, which re- 
quires higher resolution (i.e. more bitsl, 
which again requires more memory! 
Another aspect of resolution is 'signal- 
to-noise-ratio", i.e. the background "his- 
siness 1 ' present in a sample. Each bit in 
the resolution improves the situation by 
about 6dB (decibels), so an 8-bit sampler 
performs at around 48dD, about equal to 
a low quality cassette recorder without 
Dolby. The more expensive samplers use 
12 or 16 bits, giving results similar to 
good quality Dolby cassette, and CD 
quality respectively. 
So. top quality sampling requires a high 
sampling rate and high resolution, which 
is why CD s work at 44. lKHz with 16 
bits, of course. Sampling equipment at 
this level of quality costs a fortune, so I 
won't dwell on it here. You can have a lot 
of fun with much simpler (and eheaperl) 
equipment though, and It's this I want to 
consider now. 



SHOESTRING 
SAMPLING 

One of the lowest cost samplers around 
at present is Mastersound 2 from the 
Mkrodeal/2-Blt Systems stable. £39.95 
buys you everything needed to gel star- 
ted, including the sampling cartridge, 
software, a cable with 3.5mm Jack plugs, 
and a 36 page instruction manual. 

The manual Isn't too forthcoming about 
the hardware specification, but the car- 
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trldge appears to use 8-bit resolution, 
and under software control can sample 
at rates up to 30.7KHz. Its fixed filter is 
set at around 5KHz, which not only pe- 
dum aliasing effects, but unfortunately 
also restricts the frequency bandwidth 
you can record /replay, even at high sam 
pling rates. H still makes reasonable 
sounds though, and at the price you 
can't really grumble! 

t i m :t ici l i i iL- up is dead easy. You just 
slide (lie cartridge into the ST's cartridge 
port, plug one end of the supplied cable 
Into the socket on the cartridge and the 
other into the headphone socket of a 
suitable sound source, such as an audio 
cassette player. The headphone output 
should have a volume control, for setting 
the signal level going to the cartridge. 

The software has two major compo- 
nents, a sample editor and a sample se- 
quencer. The editor actually handles re- 
cord/replay of samples as well as provid- 
ing editing facilities. The first step invol- 
ves setting the correct signal Input level, 
to minimise notse and distortion in the 
sample. This is achieved by playing the 
sound you want to sample from cassette 
and adjusting the headphone volume 
until the correct level is shown on Mas- 
tersnund's oscilloscope display. At this 
point you could also switch on the prog- 
i ina -: spectrum analyser, which shows 
an animated bare hart type display of I he 
signal s frequency content. Trouble is, 
the display has no scales to measure 
anything by, so isn't very useful , It looks 
good, though! 

You can then record the sample, either 
by manually clicking on the record but- 
ton or by using auto- trigger, which auto- 
matically starts the recording process 
when the input signal exceeds a selected 
level. The sample s waveform is then dis- 
plays! in the main edit window, and you 
can begin the editing process. 



SAMPLE 
EDITING 

Hie edit window contains two edit cur- 
'-i i i s displayed as two \ r crtical lines, ini- 
tially set one at each end of the window. 
These can be independently dragged to 
any position in the sample, with accura- 
cy aided by a useful magnify feature, and 
are the main tool used In editing, They 
mark the positions In the sample be- 
tween which you'll he performing an edit- 
ing operation. These include cut, to re- 
move unwanted parts of the sample; 
overall sample volume adjustment i fixed 
treble filtering: fade-in/fade-out; reverse 
(to play the sample backwards]; and 
compress. The last named allows you to 
compress the sample into less memory. 



which also requires a reduced replay fre- 
quency (and hence reduced sound quali- 
ty) to make it replay at the same pitch as 
before. You can also copy sections of the 
sample and overlay a sample lor part 
thereof) on top of another to superimpose 
sounds and create echo effects. 

One rather flash feature the program 
has is a 3D Fast Fourier Transform dis- 
play. This decomposes the sample into 
its constituent frequency bands and then 
plots each of them against time to pro- 
duce a spectacular looking rolling 
mountain style" three dimensional graph 
display. Again it has no scales shown, so 
doesn't have much practical use. 

You can replay a sample via the TV/ 
monitor speaker during editing, so you 
can quickly hear the effect of your ac- 
tions. STE users can select STE oulput 
mode, which uses the machine's DMA 
output capability, and also gives access 
to onscreen bass, treble, and volume 
controls. Output is also routed via the 
STE's rear audio output sockets, allowing 
easy connection to an external amplifier. 
However, you DONTget stereo sound, as 
you've only made a mono sample - both 
sockets carry the same mono signal. 
Overall sample sound quality isn't exact 
ly in the hi-fi class, but with care reason- 
able results can be obtained. 

Samples can be saved to disk as 8 bh 
signed data in either raw or AVK formats. 
The former is Just a straight dump of the 
numeric data, but the AVK format in- 
cludes a 128 byte header record contain- 
ing details about the sample s name, re- 
solution, data format, whether mono/ 
stereo, etc, - useful when Importing sam 
pies into other sample based software 
using the AVR formal. Samples can also 
be loaded from disk Into the editor. Each 
one loads into the space between the 
current cursor positions, so by reposi- 
tioning thcra after each load it's possible 
to bring several different samples into 
1 1 1 1 - 1 1 1 ■ ■ j > - then combine them in any way 
you want using the edit facilities. You 
can create sonic extraordinary composite 
sounds this way! 

The editor also has a Mini play option. 
This allows you to play your newly con- 
structed sample over a two octave pitch 
range from a MIDI keyboard connected to 
the STs MIDI IN port. You can only play 
one note at a lime though - it's NOT 
polyphonic. 

By invoking Mastersound's sequencing 
function you can record yuur own com- 
plete musical pieces. Up to 18 different 
samples can be loaded into memory 
simultaneously, and these can be trig- 
gered over ;i Hvo octave pilch range from 
the sequencer. It's rather limited as It 
uses only one monophonlc track, but an 
"overdub" function allows you to build it 
up In several passes using different sam- 
ples, So, although you can freely switch 



between the 18 sounds, you're limited to 
just ONE sound playing at any given In- 
stant. It only records in real-time, and 
input is from the STs keyboard - no MIDI 
option here. There's no visual Indication 
of the notes you've recorded, and no way 
of editing them other than playing them 
in again! 

The sequencer is the weakest part of the 
package, so you really need a decent 
sound tracker program , such as NoiseT- 
raeker (Page 6 PD Library, £2.951 as de- 
scribed in the last issue, or Master- 
sound's companion product called Quar- 
tet (Microdeal. £49.95). Both can use 
sample files produced by Mastersound 2. 

Incidentally. I must mention a snag with 
NolseTracker 1 discovered loo late lo in- 
clude last time. It's written for a French 
style AZERTY keyboard, so certain keys 
on the ST keyboard don't produce what 
you'd expect I As the program's mainly 
mouse driven it's no greal sweat, but you 
may have to hunt around a bit to find the 
right keys, for Instance when entering 
new filenames. 



ST STEREO 

I'll finish off this column with some good 
news for non-STE users! Any ST can now 
use stereo sound, simply by plugging in 
Microdeafs new Stereo Playback car- 
tridge! This gives it two audio output 
sockets. JllSt like the STE's. Connect 
them to your hi-fi using a iwin phono 
plug equipped cable, press PF4. and 
enjoy Quartet VL5 sounds in stereo! Tile 
package also includes a great new stereo 
version of AVR's Drumbeat program, 
which turns your ST into a programm- 
able, sampling drum machine. Also 
there's a neat "demo- maker" utility, 
allowing you to create your own demo's 
which play Quartet music in stereo while 
displaying any Neochromc picture, your 
own scrolling message, and four oscillo- 
scopes Indicating the sound on Quartet's 
four tracks. It's excellent value for 
£29 95. 

Notelhal vim dim'1 automatically get 
stereo playback - neither from this car- 
tridge nor on the STE. Programs have to 
be coded specifically to use It. otherwise 
all you hear is the same mono sound 
through two channels, 'lhe Playback 
package Includes suitable BASIC, STOS, 
and Assembler code examples, so any 
programmer can ensure his new prog- 
rams exploit the stereo feature. 

That's all for now. folks. Next time Pfl 
take a look at Quartet Stereo and then go 
on to look at ivays of "producing higher 
quality samples, using Micmdeal'n Replay 
8 and Replay Professional sampling pack 
ages. See you then. 
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WITH YOUR ATARI 



Page 6's PD Library recently acquired another 
excellent ST program for use with Yamaha s 
PSS series of MIDI keyboards. PatchEd and 
PSSED {described In issues 42 and 43) have 
now been joined by PSS SoundShifter, written 
by Henk Henslnfi of Amsterdam. Like the other programs It's 
primarily a voice patch editor designed for quickly creating 
new sounds, but It does have other useful functions too. 
SoundShifter Is written specifically for the Yamaha PSS- 
480, 580, 680, and 780 models. Please note it does NOT 
support the current PSS-590 and PSS- 790 models, as these 
employ a totally different method of sound synthesis which 
requires different editing software. At the time of writing I've 
not seen anything that ran handle them - please write and 
tell me If you know otherwise! SoundShifter runs on any 
ST/STE and works in colour or hi -res mono, and I must say 
It looks particularly good on a mono monitor. It actually does 
three jobs - in addition to voice patch editing It's also a patch 
librarian and drum rhythm editor. Let's have a quick look at 
each function in turn. 

The patch editor screen allows you to edit all 36 of the PSS's 
voice parameters, rather than Just the 9 available from the 
PSS's front panel- This gives you full com nil over Lhc sonic 
capabilities of the PSS's two-operator FM synthesis system. 
Changing parameter values is as easy as clicking Qie mouse 
on them. To hear the effect of the changes the new voice 
patch can be quickly downloaded to any of the PSS's five 
voice banks and auditioned without you touching the PSS's 
keyboard. One mouse click initiates the download and plays 
a chord using the new patent 

The edit screen also graphically displays the shapes of the 
PSS's ADSR (Attack Decay Sustain Release! envelopes based 
on the current parameter values, to help you "visualise" the 
sound youVc created. You can also print out a neatly format- 
ted list of the current voice parameter values. If you need 
hardcopy lor reference purposes. 

PATCH LIBRARIAN 

Voice patches may be individually saved and loaded to /from 
disk, but you're more likely to want to use SoundShifier's 
patch librarian function. This saves/loads sets of up to 25 




John S Davison's 
regular guide takes a 
look at a new PSS 
sound editor 



voice patches as one library file on disk, giving virtually unli- 
mited patch storage capacity, organised however you wish. For 
instance, you could set up separate libraries to hold different 
types of sounds, keeping all piano sounds together, all basses 
together, and so on. You can also build smaller sets of five 
patches known as configuration files, which again can be 
saved /loaded separately. They can also be directly downloaded 
to the PSS's live voice banks with a single mouse click. Sound- 
Shifter comes complete with several libraries, but these con- 
tain mainly the PSS's preset sounds, useful as starting poinis 
when creating your own sounds. There are a few new sounds, 
but they re not very Inspired, The author obviously intends you 
to create your own, and he's even made this as easy as 
possible by providing the "Magic Library Utility" function. 
This function automatically generates a set of 25 random 
variations on any chosen voice, using any of four different 
algorithms. It's % r ery fast, taking only about three seconds to 
generate each sett You can then quickly audition each patch, 
tweak them further with the editor if necessary, and save those 
you like. This is a great feature, and tremendous fun to use! 

RHYTHM EDITOR 

Finally, there's the rhythm editor. Tin- .!!■ as you to quickly 
build rhythm patterns for the PSS 6BO/780 S Custom Drum- 
mer feature, using the traditional grid-based approach for 
visual editing. You can define a kit of up to 16 drums from the 
PSS's set of 32, then graphically build up a rhythm pattern to 
play this kit by clicking on appropriate positions in the grid. 
Patterns up to eight beats long are handled, with each beat 
split into eight subdivisions, giving a total of 64 possible trigger 
positions for each instrument in the kit. This isn t much 
( ompan (I with standard drum machines, but its all the PSS 
machines can handle In one go! It doesn \ work in real time 
either, you have to download the pattern to the PSS before you 
can hear It, but this only takes a moment. Kits and patterns 
can be saved to disk, and details printed out as a neat, diagram 
for hardeopv reference. 

SoundShifter is quite Intuitive and easy lo use. which is just 
as well as the documentation supplied on disk is written in 
Dutch! Operation is rather mouse intensive though, especially 
when auditioning patches generated by the Magic Library 
Utility. I found myself wishing there were keyboard shortcuts 
available. Unlike PatchEd and PSSED, SoundShifter can t up- 
load anything from the PSS, but then there's no real need to as 
it already has the complete set of PSS preset voices in its 
libraries. 

Overall, I think SoundShifter Is a top quality program and can 
strongly recommend it. Even if you already own PatchEd 
and /or PSSED you'll probably want SoundShifter for the con- 
venience of its rhythm editor and Magic Library Utility. At just 
£2.95 it's a bargain not to be missed! 
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MATH BLASTER 



Davidson and Associates, 
are a major producer of 
educational software in 
the USA. mainly for IBM and 
Apple computers. They've only 
ported one of their packages to 
the ST, and this is it! Math Blas- 
ter Plus (MBP) is aimed at 6- 1 2 
year old children and Is desig- 
ned to help them practice basic 
mm I is problem*, using addition, 
subtraction, multiplication divi- 
sion, fractions, decimals, and 
percentages. It does this via five 
different activities, between 
them providing over 750 prob- 
lems at six stages of difficulty for 
the child to complete. 
The activities are called Countdown, 
Ignition. Liftoff, Orbit, and hJlasternaut. 
As you've probably guessed they all have 
a space travel theme, although this isn't 
overdone as only Blastemaut could be 
considered a "game". Each builds on 
what's taught in the previous one, but 
they can be tackJed in any order, if 
required. 

Countdown provides practice with basic 
facts that should be remembered. A 
problem is presented complete with Its . 
correct answer, which the child has to 
memorise. The answer is then removed 
and the child has to key it. in from mem- 
ory. A nice touch is that the problems 
can be presented In horizontal (e.g. as in 
5+6=1 1) or vertical format (figures writ- 
ten in columns} to suit the preferred 
method of working. Ignition takes the 
idea a step further, presenting the prob- 
lems without showing the answer first. 
Liftoff extends this to the point where any 
part of the problem may be missing, e.g. 
1 2+??=23, so the child may have to wot* 
back from the answer to supply the mis- 
sing port Orbit presents three problems 
at once, complete with answers which 
may be right or wrong. Each has a part of 
the problem highlighted, and the child 
has to decide whether or not this part 
needs correcting to produce the right 
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Blaslcrnaut is a game using I he skills 
learned in the other activities. A problem 
is displayed at the top of the screen, and 
below it are four spacestatfons. each 
ma r k e<. I wi t 1 1 a dill eren t answ< • i I 'tn • 
child has to manoeuvre an astronaut into 
a rocket aimed at the spacestation with 
the correct answer. Three levels of diffi- 
culty affect Ihe time allowed to gel the 
rocket to the correct spacestation. 
"Bonus rounds" are used to maintain in- 
terest, where the astronaut has to be 
manoeuvred into the correct rocket to 
intercept a spaceman or satellite floating 
across the screen. 

ANIMATED 
REWARDS 

Correct answers are rewarded by con- 
gratulatory messages and cute little ani- 
mated characters cavorting across the 
screen. Generally, two wrong answers to 
a problem are allowed, after which the 
program displays the correct answer 
then continues with the next problem. Ar 
the end of a stage, the child is asked 
whether he"d like to retake the problems 
answered Incorrectly, or to carry on. 

Progress records may be kept, requiring 
each child to "log on" to the program 
before beginning a session by keying In 
his name and today's date. Then, as he 
completes each stage, the program writes 
a record to disk noting stage and score 
details, which can later be reviewed and 
printed as required. A really nice touch is 
that If a child scores 1 00% on any topic a 
smart certificate proclaiming the fact can 



be printed, using an Epson 
compatible printer's graphics 
capabilities, This worked per- 
fectly on my Star SG-10. 

Mlil' was originally geared lo 
the American education syslcm, 
but the concepts il presents 
have to be learned by all chil- 
dren at some time, so this Is of 
no real concern. Also, the pack 
age includes a problem editor so 
you can modify the problems 
presented either lo make them 
fit a particular curriculum, or to 
generally extend the scope of 
the package. This feature can 
also be used for the preparation 
and printing of test papers, 

USER 
FRIENDLY 



The program is very easy lo use, both 
lor the teacher/ parent and lor the child. 
The supervisory functions are generally 
accessed via mouse selection from 
menus, while Ihc child's input is usually 
from the keyboard. Virtually everything 
displayed is accompanied by an onscreen 
prompt of some kind, so It's always fairly 
obvious what you have to do next, liven 
so, there's an excellent instruction 
manual provided which explains every- 
thing clearly and concisely. The whole 
thlllg IS a model of user friendliness - I 
was very impressed , 

The problems are displayed in big, bold 
characters, so it's possible to use the 
program with groups of children simul- 
taneously if required. Trie animated 
graphics are neat and colourful, but 
could do with a little more variety. Sound 
could have been used more Imaginatively 
too, but these are very minor criticisms. 

'Itie simple appearance of this program 
belies the thought and care that has 
obviously gone into its design and im- 
plementation. The result Is a very fine 
piece of educational software. Its quality 
shows - in its ease of use; progress track- 
ing capability; extendabllity; and Its 
psychological aspecls such ;is the liiile 
rewards, bonus rounds, and certificate 
printing. Its design makes It perfect for 
use in schools, but it's great for home 
use too. If you take educational software 
seriously, make sure you consider Math 
Blaster Plus, It's expensive, bui worth ii? 
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School Software are fast becoming 
a major supplier of educational 
software: for the home market and 
have recently been busy porting some of 
their products to the ST. Better Maths is 
their latest offering, and is a package of 
maths programs covering a comprehen- 
sive range of topics of interest tu GCSE 
and similar level students in the 12 to 16 
year old age group. 

The package consist s of one single sided 
disk tucked into a plastic wallet with Just 
a School Software catalogue for com- 
pany. There's no Instruction manual, but 
1 found it wasn't really necessary as the 
program is lUirly intuitive in use. 

Better Maths can be used in two ways, 
the first being for tuition in certain 
mathematical topics and the second as a 
source of exercises and tests - useful fur 
revision purposes. Irie tuition section 
covers algebra; ratios and gradients; fac- 
lors: rjuadral ic equations: plus a ^tut.iI 
revision" section. Tu check the student's 
understanding of the tuition, the prog- 
ram asks lots of questions. They're 
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answered by "filling 
in the blanks ' left in 
various statements, 
from a list of 
answers at the bot- 
tom of the screen, 
the program only 
gives a basic outline 
of the topics, so the 
student would be 
wise to use It in con- 
junction with a 
standard maths text 
book. He 11 need one 
anyway, as the tui- 
tion only covers a 
lew of the topics included in the other 
parts of the package. 

WIDE RANGING 
TOPICS 

The rest of the package is divided into 
two major chunks, called Better Maths 1 
and Better Maths 2, The first part covers 
mensuration (areas of squares, rectang- 
les, circles; and volumes of cylinders urn! 
spheres); statistics (bar charts, pie 
charts, mean, model; simple interest; fac- 
tors (prime numbers, highest common 
factor, lowest common multiple): percen- 
tages: simple calculations; algebraic ex- 
pressions; algebraic factors; tables (logar- 
ithms, not multiplication!: approxima- 
tions; fractious: sequences and series; 
geometry: means and multiples; sets; 
and trigonometry. Phew, that's quite a 
list! The menu for the second part is 
rather unspecific though, with Items 
blandly listed as Test 1,2, and 3; Arith- 
metic 1, 2, and 3: and Mathematics 1, 2 
and 3. 

Both parts follow a similar pattern. For 
each menu item chosen a series of ques- 
tions are asked, again with the possible 
answers chosen from a selection shown 
on the screen. Two attempts at getting 
the right answer are allowed, after which 
the correct answer is display ed if the 
student still hasnl got it. At the end of 
each section the program displays simple 
bar charts showing the number of right 
answers, wrong answers, and average 
score over all sections completed so far. 
There are also a number of separate test 



sections, each covering a variety of topics 
rather than being limited to Just that of 
an individual section, 

BUTTER DEMO? 



1 reviewed Better Maths using my new 
STE, and one thing it unexpectedly de- 
monstrated was the effect of the blitter 
chip! The title screen contains a horizon- 
tally scrolling message, which initially 
whizzed across the screen at a rate too 
fast to read. After turning the blitter off 
and reloading the program the scrolling 
was much slower. So far it's the only 
program IVc seen where the effect of the 
blitter has been so obvious. 

After using the program for a little while 
I became amazed at just how much of the 
maths from my (far) distant schooldays 1 
could remember! I guess this must be an 
indication that It does achieve one of its 
aims - to act as a revision aid. 3 liked the 
interactive nature of the program, but 
after only a short while it became obvious 
thai the program could have exploited 
the computer s capabilities far more than 
it does. For Instance, it could have used 
animated graphics to illustrate some of 
the more difficult concepts, such as find- 
ing the roots of a quadratic equation by 
plotting the graph of the fund ion. Appa- 
rently the IHM PC version DOES include 
such facilities, but regrettably the ST ver- 
sion doesn't. 

Also, although the general content of 
the program was fine, I though I thai 
some topics appeared In the wrong sec- 
tions. For example, the trigonometry sec- 
tion included an Item that seemed to 
belong in the mensuration section: and 
the three "mathematics" sections in part 
two included items I'd class as arithme- 
tic. But perhaps Tm just being too picky. 

Overall, I was a little disappointed by 
Better Maths and eventually came to the 
conclusion that it leaily wasn't doing that 
much more than a good maths textbook 
or printed revision aid. Its strength is its 
interactive nature, and 1 suppose the fact 
that you're NOT working from a book can 
sometimes be beneficial too. A break 
from pure bookwork can make a welcome 
change, especially in those long tedious 
hours of revision before important 
exams. It won't totally replace a standard 
maths textbook, but you could find it a 
useful complement as an alternative 
study aid. I suggest you try to see It in 
action before making up your mind 
about buying. 



Title: BETTER MATHS 

Publisher; School Software 
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SUPER SKWEEK 



Super Skweek is an ex- 
cellent example of how 
to breathe new life into 
an old computer game. Lori- 
elel have taken the old concept 
of requiting the hero to change 
the colour of every square on 
the board by walking over it 
and added an Incredible num- 
ber of extra features lo make a 
superb new arcade game. 
They have taken ideas from 
dozens of other games and 
crammed them all into one 
enormous explosion of sound, 
colour and movement. The 
scrolling screens are made up 
of countless special dies - 
there Eire slippy tiles, explod- 
ing tiles, rule- way tiles. 1c If 
ports, raised areas, lifts, 
shops, shrinking tiles, mons- 
ter generators, blocks and 
ones that just need to be pain- 
ted. There are special ones 
which paint or un paint all the 
ones around tliem f or flip the 
colour of every tile on the 



board - there are 
45 different tiles 
and I still haven't 
worked out what 
they all do!. 
There are all 

sorts of monsters as well - fast 
ones, slow ones, invulnerable 
ones, flying ones, thieving 
ones, the list goes on and on. 
You need to kill these both to 
survive and to get. money. 
As well as special items 
which give you extra points 
there arc dozens of bonuses 
which appear at random or 
can be bought in the shops 
(check all the shops as many 
of them offer certain items for 
IrcclJ, they include: 4-way, 
8-way, circular, zig-zag, laser, 
homing, and boomerang 
shots; extra lives, exits to the 
next level, more time, shields, 
non-slip shoes, turbos and 
slow downs; special painting - 
everyt hing you shoot gets 
painted, or all squares adja- 
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cent to you get painted, or 
tiles above you get painted. 
You can even get a map of the 
whole level and (fairly unique 
for an arcade game! you can 
SAVE; your position and reload 
it as many times as you wish - 
no more having to restart from 
the beginning! 
There are 225 levels in 
groups of 45 - you can start at 
1 , 46 or 9 1 . or you can elect to 
try the levels in random order 
... and, there are levels where 
the objective is to rescue all 
the Skweezettes or kill certain 
monsters . . . and there are 
bonus levels with lots of gold 
to pick up ... and there is a 
2 -player version ... and there 
is a Construction Kit! This one 
really has got EVERYTHING! 



SIGHT & SOUND 



A pandemonium of sound and 
colour ■ excellent! 



GAMEPLAY 



Joystick -driven, kNf alt the bad 
dte$ white you charge madly 
round the board! 



VERDICT 



Great fun. wry addictive, super 
value to* money 




FACTS 



Title: HYDRA 
Publisher: Domark/Tengan 
Price: £24.99 
Reviewer- Damon Howarth 



HYDRA 



SIGHT & SOUND 



Everything that you would ex- 
pect from Tengen. both are 



GAMEPLAY 



Responsive controls and fast 
action make this a good con- 



VERDICT 



Not particularly enthralling, no 
real uniqueness 



This is another in the 
hint; Lute oJ art*] dp 
machine conversions 
from Dnniark, It is based on 
the machine of the same name 
and the expectations of the 
game are for the player to 
guide a speedboat on a variety 
of missions carrying certain 
dangerous viruses or dooms- 
day devices and even objects 
ol great value such as the 
crown jewels, btit never once a 
fish supped This game has a 
healthier view of the 2 1st Cen- 
tury since the scrolling river- 
way is still blue and there are 
still trees despite the actions 
of madmen in boats blowing 
them up. The eponymous 
Hydra is in fact the player 
since thai is the code name 



you have been 
offered by the firm. 
You propel your- 
self and your valu- 
able cargo In the 
Hydracraft trying to destroy or 
dodge the myriads of opposing 
forces that wish to stop the 
mail. Surprisingly should you 
succeed in destroying enemy 
craft they are so elated that 
they release a shower of cash 
carrying balloons which you 
need to vandalise to obtain 
your wages. This money is 
later spent on bettering your 
boat to enable you to create 
more mayhem and destruc- 
tion, 

Gr;]pl.u ;il|y ihc game is well 
up to the Tengen standard 
and shows all the love and 
care lavished on the big 
machine. Sonically ft is very 
strong with pounding beats 
and loud effects. As with so 
many of these conversions the 



technical work is solid and 
offers good play ability but the 
context is not novel enough to 
make me wish to spend large 
amounts of money on it. 
Perhaps when standing in the 
flashy case in the arcade with 
loud music and a steering 
wheel these games have a cu- 
riosity value and may well see 
the player feed them the odd 
pound or so in the arcade but 
at home the excitement is mis- 
sing. The game is a good con- 
version but sadly left me won- 
dering why I ever wanled to 
deliver the missions and 
offered me no feeling of addle- 
tive quality. 
The game is playable hut J 
could not whole heartedly rc- 
commerid it as a must or even 
a probable buy. If you like 
boat pursuit games or that 
particular arcade machine 
then try it otherwise it is only 
a worthy also ran. 
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CREEPY 



Here we have a piece of 
budget software from 
a firm that has pro 
duced some highly enjoyable 
games. In ( his particular piece 
of silicon whimsy it is the 
player s role to reclaim the 
light of the land which is being 
stolen by the Dark Lord. This 
somewhat anonymous person 
surprisingly lives in a castle 
mid as the least experienced 
and most innocent person in 
the community it Is your Job 
to stop him. Sometimes I won 
der if innocent actually trans- 
lates as foolish or gullible. 
The castle is represented by 
overhead 3D graphics with 
myriads ol little monsters 
appearing from nowhere to 
suck life out of you as the hero 
tries Lo both avoid them and 
collect the money that keeps 
appearing in front of him. It 
seems to be a good thing to 
capture dragons belonging to 
the amazon types. These erea 



tures allow the 
hero to ride around 
ii, ^Diiie sliilc ui in- 
% r ulnerability. at 

least until the dra- 
gon diesTl 

The object Is to find keys and 
chests to access other parts of 
the castle and eventually save 
the world. The controls are 
very simple needing no more 
than a joystick and a space 
bar to activate magle potions 
that appear along the way. Oh 
yes! the money is used In 
Hugo's various branches of 
magic shops which allow the 
purchase of useful things 
which either allow extra life- 
points or special effects to 
take place. Detailing too muc h 
of the potions would take a 
great deal from the game since 
much of the tun is found in 
determining their functions. 

The game reminds me of the 
old game Attic Attack that 
proved a great favourite on the 




Spectrum. The graphics arc 
very well drawn and oiler the 
same sense of fun as the 
rather tongue in check pre- 
sentation of the game. I found 
that the lack of combat power 

Humiuriiiirm 1hc hrm m:ide 
him a target for all the energy 
sucking creatures although 
the possibilities of mounting 
dragons for security make the 
chances slightly better. Even 
[hough 1 was kindly supplied 
with a cheat sheet the task 
was not easy and had ] not 
been appraised of I he enrrccl 
sequence of events I would 
still be wandering round lost. 
The game offers a lot of space 
tor prolonged play although it 
may become frustrating due to 
deaths. 



FACTS 



Title CREEPY 

Publisher: Atlantis 

Price: £6.99 

Reviewer: Damon Ho worth 



SIGHT & SOUND 



Very S-btfffsh In performance 
although the 3D effect is both 
nostalgic and good for this type 
of game, FX adequate 



GAMEPLAY 



Goad, smooth sprites and fast 
enough for me 



VERDICT 



EKtremefy enjoyable little romp, 
good value for a budget game 



FACTS 



Title: 

Publisher: 

Price: 
Reviewer: 
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Loriciel 

(Infogrames) 

John Sweeney 



SIGHT & SOUND 



Great high -speed animation, 
lots of good sound effects- 



GAMEPLAY 



VERY fast joystick -drive, violent 
sports game 



VERDICT 



A nice idea, welt Implemented 
- starts easy and gets ridicu- 
iousiy hard* 




DISC 



Anyone for tennis? 
While not quite ten- 
nis, actually. The net 
has been replaced by a gaping 
abyss, the ball by lethal fris- 
bees. and the ground under 
your feet disappears tile by tile 
as your opponent smashes the 
corresponding tiles on the wall 
behind you! 

This violent futuristic sport ts 
completely joystick- driven . 
There can be a number of 
discs in play at any one time. 
Provided you are standing in 
the right place and you were 
the last person to touch them 
or parry them well then you 
will automatically catch in- 
coming discs. The rest is up to 
you, you can throw high or 
low (by long or short button 



pressing} < and you 
can use the joys- 
tick to control the 
direction of your 
throws and parries 
and also to move 
around the playing area, tor 
ttinately your character will 
automatically somersault over 
gap* between dies. There is a 
training mode which helps 
you leam how to hit stat ionary 
and moving targets, and how 
to parry and dodge. Then you 
get into the real game - you 
have to beat more than a 
dozen computer opponents of 
varying quality In order to 
make your way up the ranks 
from Novice through to Great 
Guide. Your character's rank 
is automat l eal ly saved to 
diskette. 
You can challenge anyone 
you wish, enter a knockout 
tournament, or go for the 
Championship - playing all 
I he ol her players In order of 



superiority. Just to make life 
even harder there are various 
special discs - power discs, 
speed discs, homing discs, 
shields, etc. which you ac- 
quire randomly by hitting a 
roving question mark. 

Disc takes a little getting 
used to the controls, but then 
it is a very fine little arcade 
game. It is beautifully ani- 
mated - the players get 
pushed back by each blow 
from a disc, wave their arms 
wildly if they lose their ba- 
lance and leap all over the 
place parrying discs. 

You can also play against a 
friend in a two- player version. 
You take it in turns to play in 
the foreground - whoever is 
there has the advantage that 
they can sec their enemies 
backboard which Indicates 
how many blows each tile will 
lake before disappearing 
together with part of the 
ground I 
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BRAT 



N. athan the baby truly is 
a brat, and Fred the 
babysitter has got his 
work well and truly cut out 
when he looks after the little 
guy on one particular night. 
Nathan's parents have gone 
out for the evening and the 
little devil decides to discard 
his nappy and don his tight 
fitting leathers and cool 
shades as he searches for a 
method to annoy the poor de- 
fenceless Frederick. Unfartun 
ately, due to some strange 
twist of fate the little Brat is 
sucked into the toy dimension 
and Is now up to his neck in 
trouble. Oh nof 
Fred realizes this immense 
problem and manages to tele- 
port to the toy dimensionand 
has to guide the little guy 
through the twisting passages 
of the unusual world. Being 
unsure of his footing Nathan 
needs considerable guidance, 
so Fred is going to have to lay 



down arrows on 
the ground which 
will show htm 
where- to go. 

The basic style of 
Hrat is a scrolling 
platform game which Is just 
that little bit different. The 
isometric view depicts young 
Nathan as he walks along the 
narrow passageways of the toy 
dimension. The young chap 
doesn't ever stop, so it is up to 
you, as Fred to lay down gui- 
dance arrows to steer our hero 
out of trouble. Along the way. 
all kinds of bonus objects can 
be found so you can collect a 
plethora of extra points. 

Graphically the game is really 
very good. The cartoon style, 
colourful graphics coupled 
with the silky smooth scrolling 
gives the game a very slick 
appearance which will appeal 
to both young and old players, 
Likewise the sound is of a su- 
perior quality and there are 




some really nice little sound 
effects dotted throughout the 
game. 

Where Brat scores most high- 
ly is when considering its 
playabillty. It really Is very 
addictive indeed and the num- 
erous little puzzles will keep 
you occupied for hours. 
There's a nice password sys- 
tem for each level so there's 
absolutely no excuse for giving 
up if you can't finish that last 
level! 

The game is filled with 
humour and (here is a really 
great introduction sequence 
with some fantastic sampled 
sounds. If your in the market 
for a puzzle/platform game 
you could do far worse than 
th- 



FACTS 



tie BRAT 

Publisher: Mirrorsoft 

Price £24.99 

Reviewer John Davison, jnr 



SIGHT & SOUND 



The colourful graphics and 
smooth scrolling are ait of the 
very highest standard. The flash 
introduction seavence Is simpty 
a taster of what is to com* 



GAMEPLAY 



A run tittle gome which actually 
make* you think and a good 
Sough which witt keep you 
absolutely addicted for hours 



VERDICT 



A superb gome which should 
be a part of any puzzle/plat- 
totrn ion's collection, highiyly 
recommended 



FACTS 



Title: 

Publisher 

Price: 

Reviewer: 



EUROPEAN 
SUPER LEAGUE 
CDS Software 
£24 99 

Damon Ho worth 



SIGHT & SOUND 



Grapblcafiy intense with little 
sound of note. Pity about the 
game graphics though 



GAMEPLAY 



As a management game, fine, 
as a football strategy gome 



VERDICT 



Coufd be okay tor enthusiasts, 
trylt 




The football season be- 
gins in August amid 
much thought of a 
super British league but this 
game takes the theory one 
step further and Introduces us 
to an all Europe league. 
'Hie presentation is strong 
with a sensibly sized box, 
lucid bilingual instructions 
and two disks. Even the 
screenshots are fair represen- 
tations of the fare inside. In 
play the game allows you to 
change the names of any team 
thus It is possible to arrange 
for Colne Dynamos or Stafford 
Rangers to win over Ajax or 
Liverpool. The game is a 
strategic one rather than 
another joystick thump and as 
such presents as a more com- 




plex version of 
Football Manager. 
You are responsi- 
ble for training 
schedules^ trans- 
fers, squad selection arid tac- 
tical formations. You are also 
responsible for the report to 
the board and can be fired 
very swiftly. 

Control is by the office furni- 
ture, for example click on the 
Ming cabinet and receive in 
formation on squad, money, 
opposition etc., on the phone 
or intercom to contact various 
agencies or even the whisky 
bottle to pass the time! The 
game appears to be as much a 
simulation of office manage- 
ment as winning football 
games! To add to the press- 
ures of the game the telephone 
and Intercom keep you busy 
normally while you want to 
make other reports or reviews, 
thus the game insists on a 



phenomenal amount rtidisk 
access. 

Game day receives a some- 
what lackadaisical approach 
with a few [skippable} stills of 
tile highlights, an optiun to 
change players or tactics at 
the half, and no information 
as to scorers or foulers or per- 
formance of individuals. In- 
deed the games which you 
spend so long preparing for 
seem to be an afterthought 
and an anti- climax. There is 
even a small bug which re- 
fuses to acknowledge post- 
poned games replayed on 
Wednesdays as results, 1 man- 
aged to play several weeks 
with a missing league game 
which we won nol being 
accepted. Thus our league 
position was low and the man- 
agement fired me. 

The game has potential but 
falls down on its final produc- 
tion, a little disappointing, 



New Atari User ■ Issue 51 67 



ST GAMES ... ST GAMES ST GAMES... S 



ENCOUNTER ST 



Encounter met with 
worldwide acclaim 
about four or five 
years ago. Not only was It a 
highly popular 8-bit release 
but it marked the arrival of a 
true personality in the soft- 
ware scene - Paul Woakes. 
This man went on to create 
such classics as Mercenary 
and Damocles, Now, after all 
this time, the ST is finally 
graced with the old classic 
Battlezone style game. This 
sixteen bit rework of the ori- 
ginal has changed very little, 
obviously l be graphics have 
been changed somewhat, but 
the overall look and feel of the 
original has been retained. 
You are the pilot of a suped- 
up speed tank which flits 
about the surface of an obel- 
isk filled world. Your mission 
is to blow the living daylights 
out of a number of hostile VGA 
selm which arc infiltrating lh«" 
zone through inter- dimension- 



al portals. 
Unfortunately 
these little vessels 
possess an awe- 
some firepower, 
and have the abil- 
ity to zoom around the land- 
scape at breakneck speed. 
They have a very nasty habit 
of hiding behind one of the 
many obelisks scattered 
across the plain and then 
slinging hundreds of laser 
bolts in your general direction. 
Friendly eh? All you have to do 
is shoot back and hope for the 
best. All laser shots within the 
game have a tendency to 
ricochet off any objects which 
get in the way. This is really 
great once you've got the hang 
of it, you can gain real satis- 
faction from getting a meanic 
by bouncing your shot off 
multiple obelisks. 
The only major difference be- 
tween th is and the original 
8-bit version is the between 





FACTS 



Title: ENCOUNTER ST 

Publisher Novagen 
Price: £20.42 
Reviewer John Davison Jnr 



level section where you must 
negotiate your way through a 
'neutral zone' which lies 
beyond a dimension gate. On 
the old version this was tilled 
with ohelisks. however, the ST 
gives you tumbling asteroids 
and meteorites which fly to- 
wards you at tremendous 



SIGHT & SOUND 



Silky smooth and very fast 
showing that the ST is more 
than capable of smooth scroll- 
ing Sonicatty it's nothing spe- 
cial but more than adequate 



Graphically, this is a really 
good demonstration of how an 
ST can really scroll All of the 
movement is both very fast 
and exceptionally smooth and 
slick. The background 
graphics are a bit simplistic 
hut they are more than effec- 
tive - theyVe certainly better 
than the original batUezone 
screens] Sonieally It's a bil 
basic, quite adequate- 



GAMEPLAY 



! loved the original, so I was 
going to enjoy thi$ no matter 
what, it you tike a good mind- 
less biast you wtit love it 



VERDICT 



Fans of the original wiH lav* H 
but the younger, mors sophisti- 
cated gomes player wlW soon 
tire of the gameptay as it is a 
touch on the repetitive side 




FACTS 



Title: LORDS OF CHAOS 

Publisher: Blade Software 

Price £24 99 

Reviewer: John Sweeney 




LORDS OF CHAOS 



SIGHT & SOUND 



lots of fine, colourful graphics, 
nice sevnd effects- 



GAMEPLAY 



Good WIMP once you get used 
to it. Care must be taken not to 
waste Action Paints. Manuals 
ore a bit obscure!- 



VERDICT 



Nice to see a different 
approach to computerised 
D&D ■ welt worth a go, espe- 
ciaSiy the muth player version- 



Fantasy warfare with all 
the standard stuff: a 
bird s eye view of the 
terrain, lots of Icons for select- 
ing your actions, and lots of 
monsters, weapons, spells, 
and treasures scattered across 
a variety of landscapes. But 
there are a couple of things 
which make Lords of Chaos a 
bit special 
First. 27 of the 47 spells are 
for summoning creatures to 
fight for you: Demons. Giant 
Spiders, Unicorns, Trolls, dra- 
gons and many others, each 
with their own special charac 
teristics. So you can build up 
a large army of creatures to 
light for you. On each turn 
you can move each of your 
creatures up to the limit of its 



Action Points to 
explore, fight or 
anything else 
which is allowed . 
You start the 
game by designing a wizard - 
spending experience points on 
making yourself stronger, 
healthier, etc, and on learning 
spells - this determines how 
many helpers you will be able 
to summon ■ Then you enter 
Scenario 1 which Is a wilder- 
ness with a few houses lor the 
wizards. Your objective is to 
gain experience by killing and 
treasure gathering, then sur- 
vive long enough to escape 
through a mystic portal. If you 
succeed you can spend your 
new experience points on im- 
proving your wizard's personal 
characteristics or on learning 
new spells. 

There are two other scenarios 
provided with the basic game - 
a dungeon and a castle - each 



full of traps, secret doors, and 
hidden treasures. 
The other special thing about 
Lords of Chaos is that it can 
be multi-player. Up to 4 play- 
ers can be controlling rival 
wizards. You take turns at 
moving your wizard and his 
creatures, so you need some- 
thing else for the others to do 
while waiting for their turnt 
The game Is carefully designed 
so that each player can only 
see enemy characters If they 
are in direct line of sight This 
allows for some very sneaky 
manoeuvres! 

The controls take a little get- 
ting used to as the mouse but- 
tons do different things at dif 
ferent times, so you will And a 
few problems to start with like 
walking Into closed doors, but 
once you get used to it It is 
quite a good system and 
allows you complete flexibility 
in controlling your actions. 
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PREDATOR 2 



A film licence game often 
brings on the fear that 
the game will not live 
up to the film, they seldom do. 
With a licence on a sequel the 
fears Eire worse for the film se- 
quel seldom lives up to the 
original so I did not have great 
expectations when I booted 
this up. My initial reaction 
however was pleasure, the 
opening screen and music 
were extremely effective and 
both complemented each 
other, and the software is 
bright enough to recognise the 
second drive, no "please insert 
disk two" message. My jangled 
reviewing nerves calmed a lit- 
tle, on the first game screen 
the graphics were very good, a 
lull horizontal scroll across 
the screen With plenty of col- 
ourful smooth movement and 
a cornucopia of action. The 
player taking the heroic role of 
Mike Harridan sees himself as 
a see- through white line draw- 



ing using whatever 
weapon comes to 
hand. 

The playing style 
Is that of target 
shooting carefully 
choosing targets and bonuses 
and not shooting helpless in- 
nocents and colleagues. The 
action manages lo follow the 
film's plot very well with the 
Predator making more notice- 
able appearances as the levels 
go on, This trick actually man- 
ages to create a little dramatic 
tension and makes a marvel- 
lous "hook" for the story to 
hang upon. Apart from the 
locale there is lit tic variance in 
game play th rough the levels 
but that seems to pale when 
the speed arid skill factors are 
accounted for. The game has a 
mouse option which 1 some- 
what unwisely opted for. 
Although aiming Is far more 
precise the speed at which fin 
gers need to tap buttons is 





wearing on tendons and leads 
to mouse users cramp. 
It Is possible to upgrade 
weapons by shooting them as 
they appear on screen as docs 
the ammunition and body 
armour to keep you alive. 
There is also a police shield 
which corrodes slightly for 
every innocent you kill - kill 
too many and you are booted 
off the force. 

This game has the action re 
quired of a film that is basical- 
ly shooting and violence and Is 
an extension of the Untouch 
ables game that appeared last 
year. As a Shooting gallery 
game it is great, as a licence it 
works and as soon as my fin- 
ger tendons have relaxed Vm 
going hack In there. 



FACTS 



" He PREDATOR 2 

Publisher: Image Works 

Price; £25.99 

Reviewer: Damon Howarth 



SIGHT & SOUND 



Both excellent, soundtrack and 
FX apt and atmospheric, Pfc- 
cies colourful and stylish 



GAMEPLAY 



Very tost - don't use the movie 
unless you have spars fingers 
and mice! 



VERDICT 



Excellent I tike target games 
and this is one of the Pest 



FACTS 



Title: 

Publisher; 

Price; 

Reviewer; 



THE KILLING 

CLOUD 
Image Works 
£25.53 

Damon Howarth 



SIGHT & SOUND 



Bright and noliy, good scrolling 
Ortd fine pictures, the FX ortd 
suitable and loading music are 
acceptable 



GAMEPLAY 



On the whoie occeptabte 
perhaps hard to pick up at first 
with the keyboard options 
being so vast 



VERDICT 



Entertaining and not as run ot 
the milt as many Try a tint 





mage Works haw, since 
I their original association 
Ml, Hir Hilimip Hmibcns. 
produced inhTcsling science 
fiction scenarios. This is no 
different a good plot lhat may 
have sprung from a Schwar- 
zenegger movie, not quite so 
much a shoot 'em up, more 
the definitive guide to policing 
in the lale 1990s, The heart of 
the game is a form of flight 
simulation based on a jet 
cycle, and should this prove 
an accurate prediction of the 
future I would like to place my 
name on a waiting list lor a 
vehicle! 

The action takes place in San 
Francisco which ha* sihvuiii 
bed lo the pollution problem 
and Is now covered In a Bio- 



Cloud of poiso 
nous funics. This 
does not stop the 
local mob em- 
ploying new tech- 
nology to hijack and rob the 
good citizens, thus it is your 
Job to clear Frisco of the 
slime. The game Is multi 
staged with each level being 
preceded by a briefing from a 
Hcrgcanl (I was mosl dis 
appointed he did not tell me to 
"be careful out there!'") lhat in- 
itiates the strategic element of 
the game, the selection of 
weapons and resources to be 
used around the beat for the 
day. These items Included per- 
sonal armour and armaments 
for the bike such as machine 
guns, rockets, cannon and so 
on together with ( he tactical 
placement of capture nets and 
the modem Black Maria called 
a pup, 

Should captures be made It 



Is possible lo interview your 
prisoners to obtain informa- 
tion from them. This Is done 
via a set menu of questions 
which receive varying degrees 
Of com pliability. 

Graphically the game Is 
strong with some very effective 
3D blocks being used, the 
mugshots of the enemy also 
provide a degree of authentic- 
ity and allow the chance of 
finding the man you want to 
talk to. I enjoyed the fact there 
was so much of a tactical na- 
ture to the game and that it 
was possibly less intensive on 
pure blow them out of the sky 
tactics rather than the option 
to lure foes into traps. As a 
combat flight simulator it is 
not too bad although [ am not 
convince*! lhat it rivals F15 
and such purpose built offer- 
ings, I enjoyed the game as a 
challenge although I did not 
find it altogether relaxing! 
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PeterHickman's 





A great arcade 
classic type-in 



Hello. STOS freaks and wel- 
come to another exciting mix- 
ture of news, programs, more 
news and even more news!! Actually I 
was thinking that this issue was 
gonna be full of doom and gloom. 
STOS 3D still has not arrived 
although Mandarin assure me it 18 so 
close to release you can smell itt 
Maybe a review next time (ha% r cn't 1 
been saying that for over a year?). 

Fortunately gloom and doom arc not 
prevalent on this glorious June day 
"cos a nice letter (together with a 
press release) has Just popped 
through my door. The letter is from 
Fraser Newham llhe guy won the little 
eompo which we ran a while back!) 
who together with fellow students 
from HUTCHESONS GRAMMAR 
SCHOOL (Natalie Hamilton, Wendy 
Bishop. Joel Conn, Graham Watt> 
Gail Kent and Kira S my lie) has won a 
mega award. The competition was the 
EUROPEAN SCHOOLS INFOMAT1CS 



AWARD and the team came up with a 
fabo system for controlling water, ventila- 
tion and lighting in the home via a BBC 
machine (ok, so nobody is perfectt). 
Where does the ST come into this? WelL 
to make the system truly flexible Fraser 
wrote a speech recognition program 
using STOS and the STOS MAESTRO 
cartridge which he won in the STOS com- 
petition, amazing huh? Anyway Fraser 
has writlen to me asking if 1 know of a 
way to control a current via STOS and 
the ST. well 1 must admit to being pretty 
techno- ignorant (as the old joke goes - 
How many computer programmers does 
it take to change a lightbulb? The 
answers is none! It s a hardware prob- 
lem!! !!!) so if anybody out there who can 
help integrate the whole system around a 
single ST rather than using a myriad of 
different machines for different tasks 
drop me a line and 1 will pass on your 
letter to Fraser and the team [dh and by 
the way they have been asked to defend 
their title next year in Copenhagen! Good 




Award winning pupils from Hutchesons Grammer School One of these folks is 
out STOS competition witvier Fraser mwharru but which one is Peter Hickman? 



luck!), 

Okay, another bit of good news is that 
ex- Mandarin employee Nick Harper 
seems to have found a publisher for his 
STOS game OZONE, Those nice people at 
Electronic Zoo are very interested and 
are currently talking to Nick about a late 
summer release! Just as a point of in- 
terest Electronic Zoo also published 
Xiphos which was written by the same 
team who are doing STOS/ AMOS 3D!! 
Over the past few months I have been In 
contact with a veiy nice ehap named 
Dion Guy. Now poor old Dion has been 
sending me regular issues of what was a 
new newsletter/ magazine devoted entire- 
ly to STOS, unfortunately they always 
arrived just after 1 had finished writing 
this column and by the lime the next one 
came round I had forgotten all about it 
[sorry DionE). This time I have remem- 
beredtt! This newsletter type affair (enti- 
tled - THE STOS MAGAZINE) comes on 
six photocopied (and double sided) sta- 
pled A4 sheets together with a disk full of 
programs. The paper part of the maga- 
zine Is mainly concerned with providing 
breakdowns of the disk- based programs , 
as well as some reasonably interesting 
tutorials from people such as prolific PD 
author Ralph Effemy. The price Is £1.95. 
which I think is quite reasonable and 
considering that STOS owners are star- 
ved of suc h publications It might be an 
idea to check it out!! [full address at the 
end of the column) 

Aaron Fothergill has just finished put- 
ting together the latest issue of the offi- 
cial STOS Newsletter, and it's not too bad 
at alii One of the main points for new 
subscribers to consider is that Aaron has 
prepared a disk for this 'special' issue 
which contains lots of STOS extensions, 
including a couple of STE specific onesIT! 
I have not seen them yet but I'll tell you 
what they do next time around. 

While on the subject of Aaron Fothergill, 
the company which publishes his bril- 
liant game (SKYSTPJKE PLUS, have you 
got your copy yet?) has Just released 
another STOS smasher. Written by John 
Shepherd (with neat graphics by Alastalr 
Moffat) the game is an arcade adventure 
which looks incredibly like an old ZX 
Spectrum game Trust me when I say 

Continued on page 73 
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10 mode 0 i key off s curs of f i flash off : hide on t click off 

15 dim SCU2) 

25 load "sprites. mbk" 

30 X=hunt (start < 1 > to start <1 ) +1 ength ( 1 ) , "PACT") +4 

40 for A=0 to 15 i colour A,deek (X+A*2> : next A 

41 dim (9> t CV<9) ,CD<9) t CSP(<?> ,BRD{4U2A> 

45 reserve as screen 10 : centre "PRESS MOUSE KEY TO START" : screen copy physic 
to J0 

46 D£D=0 : goto 3200 

50 els back i els physic ; LV-3 

505 limit mouse 0, 160 to 311,162 s show on : change mwse 12 i MX=8 

509 far X=0 to 41 s fpr Y=^0 to 26 I GRD<X s Y>=0 ! next V : next X 

510 rem 

| 514 for 2=1 to 40 

515 X=rnd<39)*B : Y=rnd(l?)*8 : sprite 1 , X , Y ,rnd (1 > + 1 1 ; update : put sprite 1 

516 GRDiX/0,Y/B>^l 
520 ne>: t I 

525 for Z»l to 6 : CY<Z>=0 ; CX<Z> — (Z*8> r CD < Z > - 1 i C5P(Z>=1 
530 next Z 
535 CSPC1)=2 

540 ZZ«rnd(3)#2 s for 2=1 to 8 : CSP ( Z ) =C5P ( Z > +Z Z i next Z 
990 <aLitQ back off i update off 
995 gosub 4000 
1B00 rem loop 

1001 gosub 2150 

1002 gosub 30fi 0 

1003 if DN-i then 5 IB 
1005 gosub 2000 

1010 gosub 2100 
1020 gosub 2150 
1030 gosub 3000 
1032 if DN=1 then 510 
1035 gosub 3100 

1300 i-f rnd<60)**i and SPN-0 then 5FN-1 : SPX=-50 

1803 if SPX=-50 and 5PN=1 and rndfl)-0 then SPX— 8 i SPY- 182 i SPXI-G s SPY I— 8 
: goto IB 10 

1606 if BPX— 30 and SPN*i then SPX =3 20 : SPV=lS2 : 5PXI—B t SPY I— 8 
1810 if SPN*=i than gosub 3300 
1820 gosub 2150 ; gosub 3000 

1850 if DRN*0 and rnd(50^1S then DY»~8 i DX- (rnd <36) *8) +16 s DRN«1 
1860 if DRN-i then gosub 3500 
1990 update 

1999 goto 1000 

2000 Z-l i repeat 

2002 X»CX<Z) /B i Y-CYfZ>/8 
2006 if Y=0 and X<0 then 2050 
2020 if CD(Z)«1 then inc X 

2024 if CD(Z>=2 and CX<Z>*0 then CD(Z?'l i goto 2050 

2026 if CD<Z)-2 and CX (Z>-312 then CD<Z>=3 : goto 2050 

2027 if CD<Z>-2 then CDfZ*=<fY mod 2>#2J+1 i goto 2002 
2030 if CDfZ)«3 then dec X 

2032 if X=40 or X=0 then CD(Z)=2 : goto 2050 

2040 if GRD(X,Y)>0 then 2050 

2342 if CIHZ) mod 2-1 then CD ( Z ) -2 

2050 rem move 

2055 restore 2060 : for ZZ = 1 to 3 I read A* B T C 

2057 if CD < Z > -A then CX (Z)^CX<Z>+B ; CY <Z) =CY <Z> *C 

2058 newt ZZ 

2060 data 1,8,0,2,0,0,3,-0,0 

2065 if CY(Z)=192 then CD(Z)-1 z CYfZ)-0 i CX (Z)— B 
2070 ihC Z : until 2 >MK 

2080 for Z-MX to 1 step-1 : if CD<Z)<>4 then sprite Z,CX<Z> ,CY<Z) ,C3P<Z) 
2002 next Z 

2099 return 

2100 rem us firing 

2105 if mouse key mod 2< > 1 then return 
2115 if BN=0 then BN= 1 else return 
2120 BX=k mouse : BV = 1 y mouse/' 0) +0 
2125 shoot 

2149 return 

2150 rem shoot em up 

2159 HTT=0 

2160 if BN=1 and BY- 1 then Y=BY/8 : X=<BX+4>/0 ; HTT= 1 

2162 if HTT*0 then 2170 

2163 if (3RD ( X , Y ) = 1 then BN=0 1 GRD < X , V) =0 : sprite 1 5 , t X*8 J , C V+a } , 1 4 : update ; 
put sprite 15 : sprite off 15 i inc 5C ( 10J e goto 4000 

2170 BY-BY-S 
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2190 if BN=1 then sprite 15,6X^,10 else sprite off 15 

2195 update 

2199 return 

300(9 rem hit centi? 

30195 DN^0 

3010 ZZ = 1 I repeat 

3013 if BYOCVtZZ) then 304O 

3020 if abs <CX (ZZ> ~BX) >4 or BN=0 or CD<ZZ>=4 then 3040 

3030 CD<2ZJ=4 ; BN=0 i sprite 1 5 , CX ( Z Z ) , CY < Z 2 > , 1 1 +rnd ( 1 > : update ! put sprite 
13 z sprite off 12 a SC ( 10) *SC < 10) +5 : oosub 4000 I BRD (CX ( Z Z > /B , C Y < Z Z ) /8 > = 1 a 
inc CSP (ZZ+ 1 J 

3040 inc ZZ i until ZZ>MX 

3041 ZX=0 : for 2=1 to B ! if CD(Z>04 then ZX = 1 

3042 next Z 

3043 if ZX=0 then 3050 

3045 if abs(SPX-BX)<5 and abs <SPY-BY) <6 and BN^l and SPN=1 then SPN=0 a sprite 
off 9 i SCl9)=SC(9)+5 i BN-0 i sprite of f 15 i goto 4000 

3046 if abs(DX-BX)<5 and »be(DY-EY><9 and BN~1 and t>F<N=l then DRN^B ! sprite a+f 
10 3 inc 5C(9> : BN=0 : sprite off 15 : qotn 4UU0 

304 s ? return 

3050 rem done level 

3055 sprite off s DN=1 

3060 SC(9)^SC(9)+5 t MX -8 : SPN^B : sprite off 9 
3070 BN=0 

3099 return 

3100 rem hit us? 
3105 Z=* 1 i repeat 

3110 XX^abs<x mouse-CX < Z > ) ; YY=abs<y mouse-CY (Z) ) 
3115 if XX<C8 and YY<6 and CD C Z ) <>4 then 3120 
31 IB inc Z : until Z >HX 

3119 return 

3120 reraLDSTLIFE 

3121 MX=8 : for Z-l to MX 

3125 CXtZJ — <Z*B) i CY<Z)=^0 : CD (2)^1 
3130 next Z 
3132 boom 
3135 dec LV 

3140 if L,U=-1 then 3200 

3145 for Z^l to MX : CX(Z)— <Z*B) t CY(I)«H : CD(Z)=1 : r 

3146 ZZ=CSP ( 1 > f for Z-2 to 8 i CSP < Z> =ZZ-i : next Z 
3150 SPN=0 : sprite off 9 z DRfM V: I sprite off 10 

3199 return 

3200 rem dead 

3210 aff : hide on l els back ; els physic t screen copy 
copy 10 to physic 

3211 if DEDO0 therf locate 1,13 : pen 1 i C*-"YOU SCORED "+B* a centre C* 
3215 for Z=0 to 12 i SC<Z)=0 t next Z 

3220 wait 100 

32 2$ i* mouse key=0 then 3225 
3230 DED*1 ; goto 50 
3300 rem spider 

3310 SPX=5PX4-SPXI a SPY^SPY+SPYI 
3315 sprite 9,SPX , SPY T 13 
3320 if SPY<144 then SPY 1=0 
3322 if SPY>181 then SPYI=-B 

3325 if SPX<0 or SPX>320 then SPN^O : sprite off 9 

3343 if abstx mouse -5FXXB and abs<y mouse-SPYi <S and SPN=1 then 5PN-0 a sprite 
off 9 : goto 3120 
3399 return 



wt Z 



lift to back : acn 



35m 

3510 

3520 

3525 

3530 

off 

3550 

3599 

4 000 

40 [Ki 

4010 

4015 

4020 

4050 

4055 

4060 

4099 



tnd abs{DY-y mouse) < 7 then 3120 



3550 

ll t X*8,Y#B. 



1 i+rnd < 1 ) ; update : put sprite 11 e sprite 



rent dropper 
if ab 5 ( DX— x mouse) <B 
sprite lB,t>X,DY,15 

If DY<0 or BY > 159 or rnd (4)<>2 then 3550 
X=DX/B ; Y=DV/9 
if GRD(X,YK>0 then 
Gf*D(X T Y)-l s sprite 
11 

DY=DY+8 a if DY>192 then DRN=0 : sprite off 3 0 
return 

rem display scare 

if SCU>>9 then for Z=l to 12 ; SC ( Z > 3 0 s next 2 goto 4050 
Z-12 i repeat 
if SCfZ? >9 then inc 
dec 1 : until Z-0 
B*""" E for Z=1 to 12 : 
next 2 

locate 1,24 i centre B* 
return 



£C<Z-1> i SC(2)=SC(Z)-10 i goto 4015 



EH Pt+rhr* ( SL (2) t4b) 
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that the game Is a little tricky to get used 
to { cos it s so fastf) but if you don't buy It 
you must be stark raving bananas 
[where s that fresh cream!]. 



AN ARCADE 
CLASSIC 

iTogram time!!! Nick Harper (sound 
familiar?) lias written a freaky clone of 
the old arcade classic Centipede. There 
are two parts to the program, the first Is 
the sprite data (TABLE 1) which you 
must enter using the INPDATA.ACB 
accessory which came with STOS (or the 
replacement published in this magazine 
many moons agofh and the second is the 
actual program. Once typed tn it may be 
best to compile it (if you own a ropy of 
Mandarins STOS Compiler), this will 
really make the program whizz along. 
Unfortunately the listing is quite long so 
this is the bit where I say goodbyeeeeee. 
If you were wondering about the prom- 
ised photo or myself and Aaron Fothergill 
(amongst others!), well I have It here but I 
ih ink I'll let you wonder a little bit longer 
before reveal ing my face to the nation 
(just prepare yourselves - 1 am sure tak- 
ing that photo damaged my camera!). 



The STOS Magazine can be found at: 

STOS MAGAZINE, 

11 SHORE CRESCENT, BISHOPS 

WALT HAM + HANTS* S03 1DZ 

(If you want an issue make out a cheque - 
payable to WISE GUY PUBLICATIONS for 
£1.95) 

The official STOS CLUB can be found at: 

STOS CLUB. 1 LOWER MOOR, 
WHIDDON VALLEY, BARNSTAPLE, 
NORTH DEVON, EX32 SNW 

(subscriber enquiries can phone 027 1 
23544 quoting this issue ol NAU) 

Finally 1 can be found happily dialling 
up a mega phone bill at the following 
address (and If you are going to write to 
me don't bother about moaning that NAU 
doesn't offer good value for money and I 
should move onto a better magazine 'cos 
von will end up in the bin, even if you do 
send an S A.E. ok? - this remark is speci- 
fically aimed at Michael Sime who quite 
fairly also moaned about Mandarins 
crappy STOS support!). 

PETER HICKMAN 
36 CLEVERLY ESTATE 
WORMHOLT ROAD 
LONDON 
W12 0LX 



ORIGINAL FILENAME : 
BANK NUM8€R : 1 
BANK LENGTH i J 



SPKtTES.MIBK 




END OP BAN* 
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ADDICTION! 



LEMMINGS 



I planned to start writing this review 
at nine o'clock this morning, but I 
decided to have another quick go at 
Lemmings first - it is now five o'clock! 
WARNING: Lemmings Is highly addictive! 
It is one of those games where you know 
you can finish the level if you have just 
one more go! 

Lemmings is a brilliantly simple arcade 
game. Tiny, but perfectly formed and ani- 
mated, lemmings pour onto the screen 
and start marching single-mindcdly for- 
wards, completely oblivious to the dan- 
gers which surround them. You are their 
only hope. Using your mouse you can 
select skills to allocate to particular lem- 
mings from a row of icons at the bottom 
of the screen. The skills are: Climber, 
Floater, Bomber, H locker. Bridge Builder, 
Basher. Miner and Digger. But on any 
particular level you may only have a li- 
mited number of each skill to use. 

Hie superb manual shows a typical sce- 
nario: the lemmings start at the top of a 
cliff and to stop them wandering off the 
edges and going splat you must assign 
one lemming at each side to the job of 
being a Blocker. But you must be sure to 
Lei at least one lemming through before 
you create the Blocker so that he can 
build a safe route lor the others. You 
quickly select Floater and click on this 
worker lemming so that when he blun- 
ders off the edge of the cluT he opens his 
brolly and floats gently to the ground 
below. 




Title: LEMMINGS 

Publisher: Psy gnosis 

Prkre: £25,99 

Reviewer John Sweeney 



Yin i lln.-ii sr| him 

building bridges to 
make a route to the 
top of the next cliff. 
To avoid the next 
drop you make him a 
Miner and he digs a 
diagonal route 
through the cliff to 
the nest valley (Dig- 
gers dig vertically 
and Bashers Hori- 
zontally). Faced by a 
deadly pool of water 
you set him bridge 
building again. Bash 
your way through the 
next cliff face, and are confronted by a 
strange pillar with one way arrows all 
over it. it can only be Bashed from the 
other side, so you make him a Climber 
and he gets past that obstacle. The 
manual shows the lemming now turning 
around and Hashing through the pillar, 
unfortunately it is not that easy as the 
lemmings are so stupid that they will not 
turn around unless they hit an obstacle. 
You really need another lemming out 
there to act as a Blocker and make his 
partner turn back and Bash through the 
one-way pillar! Now, having created a 
safe route t you can blow up your Block- 
ers (this really Is rather a sick game fail 
many respects!) by turning them into 
Bombers and the lemmings will march 
blindly across the screen to the exit! Only 
149 levels to go! 

There are 30 beautifully designed, 
scrolling FUN levels for you to learn 
how to control your lemmings, then 
30 TRICKY ones, 30 TAXING ones, 
and finally 30 levels of MAYHEM! In 
the harder levels you have to cope 
not only with the difficulties of the 
terrain, but also with traps scat- 
tered all over the place! Some of the 
levels arc repeats of earlier ones 
with parameters changed to make 
life harder - parameters include: 
what skills you have available, what 
percentage of the lemmings you 
have to save, and how much time 
you have to do it! 

There is a password for every level so 
you can always restart from where you 
left off. and the four styles (fun, tricky, 
taxing and mayhem) are independent so 
if you get stuck you have three other 
levels to work at, 

It is a little frustrating at times, espe- 




* highly 
addictive 9 



cially when there are so many lemmings 
milling around that you can't gel one to 
build or dig in the right direction - you 
often need to plan your crowd control in 
iidvnnt r or you haven't a chance of sur 
viving. 

The background graphics are great and 
very varied, the animation is superb 
each different skill Is fully animated and 
the sight of hundreds of lemmings mar- 
ching over the edge of a cliff and going 
splat on the ground below is brilliant! 

As il Lhat wasn't enough there are 
another 20 2-player levels as well. Tills is 
a proper 2-player game, not Just taking It 
In turns at a 1 -player game. The screen 
is split vertically down the middle and 
the halves scroll independently. Each 
player starts with 40 lemmings, and as 
well as keeping them alive he can try and 
direct the enemy lemmings to his exit, or 
sabotage the enemy's escape route! The 
second player has to use the joystick 
and/or the keyboard but it is quite play- 
able once you get used to it. 



SIGHT fii SOUND Superb graphics 
tmd animation, lots of happy music 
and some nice sound effects 

GAMEPLAY - Brilliantly simple and in- 
novative, highly addictive. Frustrating 
at times, but generally excellent 

VERDICT If you are fed up with 
mindless blasting then rush out and 
buy It now! 
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CITIZEN 




Silica presents some great 
offers on the award winning 
range of high quality dot 
matrix printers from Citizen. 
Each Citizen printer is built in 
the UK to exacting standards, 
ensuring superb reliability 
and a very high quality of 
output. Our confidence in the 
quality of Citizen printers is 
such that we are pleased to 
offer a unique two year 
guarantee with every printer. 
Plus, if you purchase your 
Citizen printer from us, we 
will give you a Silica Printer 
Starter Kit (worth £29.95), 
FREE OF CHARGE! 



CITIZEN I20D + 

Th# Cmzer 120D-I is nnm trf tto UK'B btiSI ailing 
printed* II has a stylish appearance and Hxctliem 
realurts and {wnOrrnanee 1or such an inexpensive 
primtr The ^2QDt ia a^ailat>i» wttn either a serial 
or para^sl nirrtace at*d is an ideal first printer. 

* S-pin Prlnlheaff 

* Print Speed 144cps Draft 

• JOffn HfLQ 

* Epson A IBM Graphics Emulation 
» PitN Tracfcr * Bottom Feed 

• Superior Graphics - 240 a SIBapi 

• FREE Starter Kit 

flflF E2S3.&3 

SWITCH KIT .. . £2ft.9fi 
JUW. HHP: £263.78 
SflfiWG: C112.2t] 
SAiGA PWCf; £111.51 I 




CITIZEN 124D 

Thv award winning CliiMn 12aD brings high qual - 
ty 24-0*1 dot matrix primir;) within every c-onip: lor 
us*?= roach. I; is the ideal choice wham high quali- 
ty printing is required ai a butjgvl price 

# 24-pin impact Printer 

* Pnnt Speed i44cps Draft 

* 2 LQ Fonts f4£ept} 

• 6K Buffer 

* Spton, IBM & NEC P6+ ermjltiiofi 

• Advanced Paper Perking 
Superior Graphics - 360x 36Q6pl 
FBFF SravTer Kit 



# 

RRP 

STWEft KIT . 
TtWAL HHP. 
SAVIN& 
SIUCA M1CE-- 



£32253 
C112_gQ 
E21Q.33 




192 DRAFT 




FACE DELIVERY 

Next Day • Anywhere m Dtie UK mainland 

FJVEE STARTER KIT 

Worth £2995 W4h every Citiren jirinrer 1rom &iica 

FREE COLOUR KIT 

Worth C3995 - WHti Switr 9 jnd Swift 14 primers 

2 YEAR 
WARRANTY 

Silica offer a 2 year warranty ^KidudiftO His- printer dead) 
w1h every Citizen pnrHe* piHChasHd 1rDm SAca 

WINDOWS J.O 

Free Windows 3.0 dmer ■ In the Silica Slailn Kr 

FREE HELPLINE 

TscDnical support helpline open during cilice hours. 

MADE IN THE UK 

Crtuen printer? are rnanuladursd to hirjh standards 

192 DRAFT 24 PIN 



SWIFT 9 



:olour; 

Thei Ci? iTen Swift 9 s perfecl Tor Ihcsa who require 
high quality dot malrl* Mack or colour printing ai a 
Budget prico. Thn print quality tX Swift B rivals lhai 
ol olhor rnantrfaclurer'a 24-pln modal*. 

■ 9-pin Impact Printer f _ _ _ _ Z7\ 

• Prt/it ^wncf TffJcpe Orefl Nflcf 

• 7 Wd CJ Fonts- fjflfefUjl COLOUR 

■ tfff Suffer L KIT J 

• tpson J /SM Graphr'cs f mdj/afjort 
» AcfvHoced Paper Parking 

• FHEE Starter Kit 

• FfSffE rj^ r KIT 

RHP E2BC.B3 

STARTER KIT ... E29.*S 
riii.nuP kit t;<4fts 



PRINTER 
ACCESSORIES 





SWIFT 24 



The Oilmen Smft 24 i* one of Eu«opss best seHing 
pr nlnrs anrj has won awards irlCludi -c; Printer Qt 
The Vear '990 Its ra^id print spnr^, quality and 
black or colour apiinn;. m^Ke it a nalu'ai choice. 

* 24-pin impact Prtnfmf /" 

• Print Speed 192cp* Draft J 

• 4 NLQ Fonts f«cps> COLOUR 

• Wf Bvthr \ . KIT 
■ Epson. fflfU j HBC P*+ Emulation 

# JMVBncrJflf PUpef PaflWjTg 

* Fffltf 5terTer Kit 

RHF" 

SWRTER KIT . EM.B5 
COLOUR |£IT . t*4fe- B 

SAVim £W\h 
StUCA M(CE r 



"IH.U 




+ VAT- £304.33 




SHEET FEEDERS 

PRA1200 12M) mjj 

PRA 1£T& l24uV$wltt 9d24 m.ra 

PRA122A iHuVSwIft £42 A) 

SERIAL INTERFACES 

P*n -'M 12UD+ tSt.45 

PW?39 Swift afl24£) £3Z25 

PFW 1709 Swttt 24 £2t3« 

PRINTER STAND 
PRAl?d? l240fSwm .. .. £24X3 

ORIGINAL RIBBONS 

RIB 3620 IZODVSwIK 9 filacli £4.11 

3I&3924 124bVSwltt 24 BttcK . . . . H,~IQ 

RIB 393B SwhH 9(24 Comr £15.93 

COLOUR KITS 
PRA123I MUM CH.B6 

* prices include VAT inn Frrje •►.liv-ty 



Every Citizen rjrinter from Silica, comas comptete wtttl ihe Silica 
PoritiBf Starter Krt, including everything you need to gel up and run- 
ning with your new printer immediately, FREE OF CHARGE! 

• DaBf Format Disk wtlh Amiga £ ST Printer Drivers 

• Jtt" Disk with Drivars tor Microsoft Windows 3 
*> 2 Metre Parallel Pfittt$r Cable 

• 2W Sheets at Hi§h Quality Continuous Paper 

■ 200 Continuous address Labels on Tractor Fe$d 

• 5 Conllnuous Envelopes on Trsclor Fasti 

If you already own j printer, and *r>ild like a Printer NORMAL BRF 
Starter Krt, you may order una fref KIT SODPi kx II"* special 
Silica pri» 0J £24.95 - £5 ufffiRP! 



£29.95 




1 SILICA SYSTEMS OFFERS YOU 



FREE OVERNIGHT COURIER DELIVERY: On al hardware orders Shipped in the UK 
TECHNICAL SUPPORT HELPLINE: Team of PC- technical experts at your service. 
PRICE MATCH: We normally match compel Lors on a "Same produd - Same price" basis 
ESTABLISHED \2 YEARS: Proven irack record in pfcfessidnel computer sales. 
£1Jm TURNOVER (with SO tlafti- Solid anc rehahift wih ma ntained growl h 
BUSMESS'EDUCATKiWGOVERNMENT. Volume discounla avait«f>le for larfle wders. 
SHOWROOMS: Demonstration And training facilities at Our London & Sidcup branches, 
THE FULL STOCK RANGE: All of your PC requirements Irom one supplier 

• FREE CATALOGUES: Will be mailed to you wim offe's and softwary/penpheral delaila. 

• PMflBWR By cash, cheque and all major credil cards 

Bftfor* yo^ decido wtiW to buy your rww p»irrlDf. m luggnt you tfwih rtry c-orof ully ibcut WHERE you hiy 1. 
ConiiDor «hal hi wii ce iwita -nonlhs aher yoy have made- yaur p»irchas*. *tier you may requira abditHMiaJ 
p*rt(irieiais or soflwira, Df bwtiB rechniuui halpand advi.'.A And. ■villlhfi corr pary yrcu bLy 1rnm cnnr^fji rOu with 
Maili rrf ntm producia? At Silica. Syifcgm* h« 906u»e Ihnl. yau will hamqi noihing » worry aboul S**ca Sy«1imis 
ie One t* Cte U<s kiariing rnJependeiU EnrnpL«»' Ocakirs ar<l pKrvrJea u qunlrty nraa to jeflre * ho<fifl *\ «dut«km 
and in tx*rtfi B s lkrrxjghout 1h» nation g|||ca hM bom nslablisniKl Kir 0r«f 12 jUBri. ord havi in annual Hanover 
Dl £13 millKir Wilh our umrvaiatf mpanancB and 
ftifrtrliS*, m can now c*ilm l» fnMI Our cuBlDmara 
'BriiirftrrijrrftYyrlh an unrto*5tardi^G «^>cri is-Becond 
la HDOfl But don't lustlikoaur word it>rx Complex 
and rrturn Itva coupoi". now. lor our lafia*l Frw 
liteiaiL-e .fcC :i.'nr pnr;«i ,dii a r.J ^«|ir to 
•apBfienc* Ifit "Silica. Sysl»Tis Sfl^lC* ' 



WfllL JHDER: 

Qnm OLmn 

LONDON SHOP: 
LONUGN ^ HOP: 
SIDCUP SHOP: 

Cto*w>g Hnurj. 



1 A Tnc Wews. Hatherle>' RrJ. Sidcup, Kant. DA14 i 
52 Tottentiain Court HDad. LertdDn. W1P DBA 

F*ji'Si1 BaOawvaaOpm Lit* Hlrjhl Opyw>fl 



!DK "fel; 081-30*1111 

IHh Hp: «IJ» OfjOft 

W: f71-5M 4000 

fill Ma: ■uT1-2?3 473(7 



Belfndgc-s tut P 

MmSal BJPitweJWpnri 



Oxlord StrMt London W1fl 1AR Tel; DJ1-G2* 1234 

Lata- MlgM: TkamUpy wntH Bp *i EjtVwarjn: 381* 

1-4 The Mews, Halfierley Rd, Sidcup, Kant, DAM 4DX Tel: 081-302 8811 

Mon Sal 3 Dflarr 5.30pm LhIb niqfi Prda, u.-nl 7-i-n Fbk No: Dfl130fl DD17 



l^: Silica Systems, Dept PSIX-flQBl-SS 1-4 The Mews, Hatherley fid. Sidcup. Kent. Q^A 41 



1 1 PLEASE SEND CITIZEN PRINTER INFORMATION 
I 



Mr/Mrs/Ms: Inilials 

Address: 



Surnama. 



SILICA 

SYSTEMS 




TbI fHameV 

Company Name 4if applicable): 



Posicode: , 
Tel (WorKl: 



^jVhich computerrlE), if any, do yoy Own? 



MAPPING 
THEEIARI 



>ok or 



GUIDE 

AIMING IN C 



